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TRANSDISK IV 



Best Seller! 



Now available exclusively from PAGE 6 SOFTWARE 

TRANSFER YOUR CASSETTE GAMES TO DISK WITH EASE! 

TRANSDISK IV is a simple to use utility that will transfer all your cassette games to disk - easily and quickly! 



• Handles any type of cassette format • Handles cassettes that load ^ 

• Allows several games on one disk • Use all available memory on XL/XE machines 

• Handles cassettes that require full 64k memory • Full step by step instructions included 

• Complete with chart of exactly how to transfer 
the more popular games 



Price £19.95 



TARITALK 

THE QUICK AND EASY WAY TO 
TRANSFER FILES TO YOUR ST 

Now you can simply and easily transfer files to your ST without 
the need for a costly interface, TARITALK will transfer text files, 
database information, pictures, music files, BASIC programs, in 
fact any fite that has a normal DOS directory entry. Just plug in 
the TARITALK cable, run the software on each machine and 
your files will be transferred complete with full error checking. 

Please note that TARITALK does not convert files - it is up to you 
to make any amendments necessary to use the files on your ST 

TARITALK is £19.95 complete with cable, 
software and instructions 



MINI OFFICE II 

The only combined business/application package 
for your Atari now available from PAGE 6 

MINI OFFICE II is acknowledged as one of the best applications 
programs ever written for the 8 -bit Atari, You get a WORD 
PROCESSOR, a SPREADSHEET, a DATABASE, GRAPH MAKER, LABEL 
MAKER and COMMUNICATIONS - all in one program. Almost 
every serious application you can think of is contained in MINI 
OFFICE II and each module is first class - as good as any stand 
alone program - if you can find one! 

MM OFFICE if is the program no serious user should be without 

Price £14.95 



ATARI SOFTWARE BARGAINS 

Please check our supplement or telephone tor details of 
dozens of great offers on Atari software - many at half price 



THE BIG DEMO 

The best demo ever produced for the 
XL/XE. Great graphics, excellent music 
and the best sampled sound ever 
heard on an 8 -bit Atari (even beats a 
lot of the ST stuff!) 

Can you afford to miss out any longer? 
THE BIG DEMO is £3.95 

please nde mat some ol scrolling! messages comain words tuat 
sqma people migM objRd n> ai d :he disk should not b« 
c/ins>de r e; sii/lane lar ydung children The- BIG DEMO requires 
3, 1 O&D disk drtVB and Wll nql run lulty rtilh any dinar drive 



SPELL ME 

Let your young ones enjoy 
learning with your XL/XE 

A delightM program lo leach four lo live year 
olds the alphabet plus word recognition and 
word and picture association, Guide them 
with thase first steps whilst also leaching them 
to enjoy the Atari as. a creative toot. SPELL ME 
has been written by a qualified teacher. 

Cassette £4.95/Disk *6.*5 

#*ctafrthiy from page 6 software 



Ml DIM ASTER 

me packoge that allows yc-u to conned any 
Midi synthesiser to your XL/XE. Record in real 
time on up lo e iracks - play back with any 
voice - change tempo - transpose ■ plays 
AMS or Music Studio files - includes voice 
patch editors for certain Casio and Yamaha 
synths - and mare. 

Comes complete with interface cable, 
software and full instructions 

Price £24.95 



All items on this page may be ordered with the order form on page 54 01 by writing 

PAGE 6, P.O. BOX S4 P STAFFORD, ST16 1DR. 
Credit card orders may be telephoned to 0785 213926 or FAXed to 0785 54355 
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CASTLE EAYOR 
Can you survive? 



SUBSCRIPTIONS 
Annual subscription rates {6 Issues) 

UK £10.00 

Europe £1500 

Elsewhere (sea) £ 15.00 

Elsewhere {Air} £21.00 

Qver^s rri«* nN«t *o*y ll>» drHtunw in poslal c«ts 

NEW ATARI USER ON DISK 

A disk containing all of the 8-bit programs 
from each issue Of NEW ATARI USER is 
available either separately or on subcrip- 
tion. Single price £2.95 per disk. Subscrip- 
tion rites (6 issues) 

UK £25.00 

Europe £32.00 

Elsewhere (sea) £32.00 

Elsewhere (Air) £42.00 

Please make cheques payable to PAGE 6 
PUBLISHING and send to the Editorial 
address shown beld-w 

SUBMISSIONS 

PAGE 6 welcomes and encourages its readers to 
submit, articles, programs and rev-ews For publi- 
cation. Programs must be submitted on disK or 
cassette, articles should wherever possible be 
submitted as lexl 11 las on disk. We seeH to en- 
courage your participation and do not have strict 
rules for submissions M something interesls you. 
wriie a program or article and submit ill Appropri- 
ate payrnenl wilt be made lor all published prog- 
rams and articles, all paymenis betng made at the 
er»d ol Ihe second mgnth shewn on the cover o1 
trie issue concerned, 

All original articles, programs and other material 
in NEW ATARI USER «s copyright of 1he author 
an credited. All uncr&CWed material is. copyright 
PACE 6 Unless containing the by-line All Rights 
Resewed' any material in MEW ATARI USER 
may be reproduced by User Groups and other 
non-prolil making organisations provided thai Ihe 
aulhor s name *s mclurJed and PAGE 6 is credited 
as the original publisher Permission to publish 
elsewhere should be obtained from PAGE 6 or 
th& author. Editors ol newsletters, reproducing 
malerial are requested 10 send a copy of the 
relevant issue to the Editorial address of PAGE 
6. Whilst we lake whatever steps we can to 
ensure the accuracy of articles and programs and 
1he contents o1 advertisements. PAGE 6 cannot 
be held liable for any errors or claims made by 
advertisers. 

ATARI (TMl is a registered trademark of 
ATARI CORP. AH references should be so 
nolKJ. NEW ATARI USER is an independent 
publication and has no connection with Atari 
or with any other company or publisher 



The next issue ol 
NEW ATARI USER 

will be on sale 27th September 
Editorial copy date is 20th August 
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THE CREDITS 

Alt of the UMMti stuff is on page 3 but here am 
the people who made this Issue possible, 

Leu ElllngtuuD did the usual editing, layout, 
ji.ssti- up and sundry other things and man- 
aged to avoid the- nmnun breakdown for 
another issue! 

Sandy did ihi" usual in locking afler thr 
advert isiiin. organising shows. Looking fit- r 
the mall order and lots more 

Mrs Busby as sWi hng iii quite nicely but all 
he talks about is shopping 

John R. Bum* ley doesn't work fur us any more 

The Regular Contributors, who provide ihc 
backbone- of the magazine and can grncrally 
br relied upon io come up with good articles 
and reviews, are .... 



Mark Hutchinson 
Job.il Davison J r 
Paul Rizon 
Ian Ftnlayson 



John S Davison 
John Sweeney 
Damon UowOrth 



All other contributors for ibis issue are JeicIj 
viduallv credited alongside their articles or 
programs. Thanks 10 everybody for sharing 
their work and enthusiasm wiih \A\wi Alati 



Come m Garry ... this is your toil chart**? 

The cover picture Is a screeoshot front our type- 
In listing DILEMMA because wr simply couldn't 
think of a wav to illustrate, the program in any 
other way - at least not in a way that would be 
reasonably easy to do. 

One of the Jlnesl albums rwcrMtf Fnw t'ler.n OXK 
WORLD, ONE VOICE fay loitdus' 'artists, a MUM 
cvntepl rrvff ink<'\ reearttuuf* }'ir»n anmnd iUe iLt?Nd 
and fatends (faem into one rufaenenr. pi>rcr. rr n.vn 
tndktdn some rapptng. Now rap & namtalkj sprit 
wtih a capital C but in tfais context ttjlts in quite 
ntcvly. A bit? surprise, and frn*nuite album at the 
moment. Ls The Rocfaes Jak-sf A?-vi irr tor fitiiy^r rhts 
rim*, a doubte CDeonceri rm>rdtng by Tim Ihickley. 
«omeon^ f haven't listened to Jorjlfieen years but sutr 
n-mnrktibii) r/tiuti. iVoti < rtxfltriy aLtxjMJrki Kou Harpers 
Once u^lfa fa is (njfnrtirrM.s oti jstam should 1 fakf saw 
y/ jFic pressure nfl of PitngUfn Hooks' Also contribuimg 
t.o this issue iwsrv VUi ikirbutt. Tom Petty, Patrick 
Sir* vt. UlU Sf nines 7T»f J-Yf*f*'ri«/<*r.s. Ihruf ViKjny. 
Ftmce Homsfay an d ™irty of (far Jcwitf term pwotuttes. 

NEW ATARI USER ii the mteirinr, 
PAGE 6 f ■ the caocept. Wtttevtr you hc 
PAGE 6 you II know what It mr«n«! 

I he next lu« of NEW ATARI USER cimW t«-u 
turr YOUR Article or program. 
u> SEND IT IN NOW! 

PAGE 6 shows Just what you rcwi do with '^jj Atari. 
IAVJi the rwpium ufjlnat aatpai on a Unatro>\ and 
use ofa reprv GOFMmJbr (fa* Ji*fafiy.<t and phofos. the 
magazine Ls prepared entirely with Mnri Itched Hij-u-lp 
meni uud sc^fiiuan? • not a .tddccitiush or IffV wi sbjfir. 1 
fktniiwre watl irttludrH 13QXE. 1 050 disk driiv. 810 
disk drive. 4 iO cwx&'ilc hn-fa.^iifiuilluU. it!Ht Interface. 
\EC H02ii pntutT. tCMOST. M icfr.w- Ar^n 

SJfi r J4 tmn-f (Ji.sJc drirX'. f "iiJfMjrKi J nu-'y dt'sFf rfnw. 
K;^<ni KA I pnnJ<T. K'j- J iVr-w fjruih-r / . >M i 
.ffr^rii,-/ tjn/^'j Sttfitnut* r;irfudi , ?i impervrtpi . 
Tartu) iUuvir. Kfrrrut. I'C intprrtwnrrL TAW TAtX, tfint 
Win. STWriffT. Pttitcxi uini Fleet Sir< -W l\ibhsher 
Ariltlea and proarams suhmUied on XL/XK dixit*, ntf 
mtttftxled to ivtrimx eaxtrnn uHittert programs hejbre 
heina transferred across to the STvta TAW TALK. Alt 
rri^jvjr j^i'rrny i.s. tUsnr r j -u f r t^rotexS arid pages are laid 
out uHih Fleet Stnvt HtMiaher. A th\k u#th dw fin 
ixfitiJ jMitffs L\ *r>\i ii{t to The Setttng fkuxlio In iVtiu- 
cuslle id iupexettitw hureria wt\o really kttate what 
tfir-if atf dttint) (I'lJfa I fu ■ JjT? lo lie tmlptil <irr 4i tjt«it/c»\ 
iltMiiinil ii. n ;>.■ r ■'.!!.!. rirrLs-fuvi fxiat", are stTH bctck II 
reatly doe* work «r lr«t. r All tluit Lt tell is to drop tn 
tnt: JivtJfK/.s and f/hoton, Welt, fj'v nut rfjjKi- avm*|f ii» 

rjut but yoHtpel the tdmf 



Whal to talk about this lime? Hard in think al the moment since this Issue has been 
one of the hardest of all to put together due to some unfortunate timing. The main 
problem was the 16-Bll Computer Fair held at the end of June which fell right in the 
middle of the typesetting and was a nightmare to til in. rs|wtia)ly as we hud only fairly 
recently come back from the Atari '90 show Wr thought long and hard aboul doing 
this show but finally decided to go so that all I he guys who pinched our ideas 
wouldn t all of the public awareness. Some of you 8 -bit diehards might be wondering 
why we go to shows such as this, but the fact Is that everything we do contributes to 
the magazine and helps keep It going, the more we can diversify the betier chance 
there Is that your favourite magazine will survive. The problem with diversifying is 
that it makes even more work for a team that already does more work lhan il can cope 
with but if we wanl lo continue with the magazine, that is the way It has to be. 
Quite apart from the financial benefits (sometimes!) , it must be said that doing Ihese 
shows is a lol of fun and gives us a chance to meet people. If time allowed we would 
do a lot more, maybe even organise our own roadshows visiting different parts of the 
country. Now that would be nice, wouldn't it, a roadshow with half a dozen of the 
companies. Individuals and user groups lhal still support the 8-bil getting together, 
hiring a small hall or other venue in your part of the country and putting together a 
mini show. Great Idea, but probably unworkable in practice since it would take a lot 
of organising and would have to lit into a schedule lhal doesn't allow more than a 
couple of free days a month as it is. Still we can dream! 

CAN YOU GET IT? 

We seem to be going through the old problem of lack of availability once more with 
several readers reporting that their local newsagent no longer slocks NKW ATARI 
USER or tells them that the magazine is no longer being produced, This situation 
occurs because our circulation is smaller lhan most of the other computer magazines 
and with so many magazines and limited shell space something has to get squeezed 
oul. There is no reason why any newsagent should not stock NEW ATARI USER and if 
we can pinpoint specific loea lions, we can bring ihc situation to our distributor's 
attention so that they can do something about it. What we need lo know is which of 
the major shops are not stocking NEW A TARI USER and what excuses Ihey are giving 
bul in order to do anything about It we need these details In writing. So, If you care 
about the continuant c of NEW ATARI USER as a newsstand publication, please let us 
know ot any problems. What you need to do is :isk ihc shop t onrri ncil v,h\ iln iv \-- 
no copy of NEW ATARI USER on the shelves and then wrile to us letting us know the 
name and address of the shop, the date you enquired, and the reasons given lor I he 
magazine nbl being on show. Obviously, not every shop selling magazines will stock 
the title but it should be on sale in every major town in the country, if it isn't then you 
are going to be the ones to lose, even if you subscribe, because we need to keep selling 
as many copies as we can. Do your bit, bul put it In writing! 

MORE CONTRIBUTIONS 

Looking through our contributions box for this issue, I realised that we are, once 
again, running short of good contributions for the magazine. We need a whole range 
of things especially some good quality games and some more BONUS programs. There 
are also very few programming articles in Ihc pipeline and some more articles like the 
one on Display Lists from Issue 43 wouldn't go amiss. In fact they would be welcomed 
with Opel] arrtisf 

There are dozens of folks reading this issue who are capable ol writing top quality 
programs and several who could sit down and write an article about programming 
any similar aspect of using their Atari that may interest them and if those people 
would |ust get down and do It. we could start planning several issues ahead. As I have 
always said, this is ymir magazine and without your contributions it will fade away, 
and that's nol what you want is it? 



Jin ktluiyham 
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With very little news on the 8*bit front in this country 
we are pleased to be able to present an encouraging 
report from Charles W. Pinter Jr. on how there is 
beginning to be an upsurge of interest in the States 



Over the past few years, it has been getting harder 
and harder to And decent support for our Ataris In 
the U.S. Atari has all taut ignored the U.S. market in 
favour of Europe and the U.K. I dont know how 
many times I've heard the phrase. "Oh yeah, 1 rr 
member Atari. Didn't I hey go out of business awhile 
bark?" 

Fortunately, Alari is starting to make a comeback in 
the U.S., although it doesn't seem to be as strong as 
they had earlier predicted. The DRAM chip shortage 
is over, the PORTFOLIO and LYNX are doing well, 
and Atari has finally released some new cartridge 
games for the 8 bits. Most surprising, is the fact that 
Atari ts now supplying Fleetwood Mac with compu- 
ters for their world tour. 

In addition to the renewed support from Atari, we 
have seen some amazing hardware and software 
cropping up from hardcore enthusiasts and third 
party developers. Here art- brief details some r>1 iht' 
best. 

SOFTWARE 

SNAPSHOT in a program I mm Torn Hunt that allows 
any 128k. or more, Alari 8 bit to have Lw<i programs 
in memory at one time and instantly switch between 
them with the HELP key. 

DAISY DOT 3 is a fantastic print processor by Roy 
Goldman that turns your printed output Into NLQ 
text with the ability to put graphics on the page too. 
It comes with several NLQ fonts and a font editor so 
you can design your own or convert existing 8 bit 
fonts. YOU also gel Billboard by Chris Wareham, 
which allows you to print your Micro Painter pirtures 
in an infinite number of sizes. 

There are 2 popular GIF picture file viewers. The first 
from Don Davis is called ATARTVTEW S it uses Gr.8 
and Gr. 15 for higher resolution. The other one. from 
Jeff Potter, is called ApacView and uses Gr,y and 
Gr. 1 1 for more colours. 



YEMACYB Is a program from Michael L. Clayton 
that allows you io use a si andard dot matrix printer 
to achieve full colour printouts You can even make 
T-shirt Iron-ons with a special ribbon. 

HARDWARE 

Hob Wooley has several UPGRADES including one 
that turns the XF551 into a dual 5.25" and 3.5'" 
720k disk drive, and another that adds an ANTIC 
chip for 4,095 colours. 

Innovative Concepts have the BABY SCAN image 
scanner that uses fibre optics to scan a picture into 
the computer. 

Computer Software Services have the Super E- 
Burtier whit ii U i> you burn up to 1 MEG EPUOMJv 
The Black Box has a hard disk drive Interface, a 
parallel printer port, a true 19.2k baud RS232 port 
for moderns, a 64k printer buffer, a machine lan- 
guage monitor, a screen dump feature, and can be 
upgraded to add any mixture of four 5.25" or 3.5 
drives. With the upgrade you can also read and 
write in ST or IBM formats The Multiplexer is a 
device that allows 8 Ataris to use the same peripher- I 
als. A BBS system is under development that allows 
S users to be online and chat at the same time, 
riiuc k Slc-jsiiiiaii ot'IJiLiaQue has 1 1 m ■ TurbofllB 
which turns the 8 bit into a real 16 bit computer but 
maintains compatibility with all 8 bit software. 
GUMBY is an upgrade that provides us with 8 
sound channels and real stereo, with new versions 
of Pokey Player and AMS. 

The Trail sKey from Micro Solutions in a device that 
lets you connect an IBM keyboard to your Alari. 

As you can see, things are finally looking up for us 
Alarians. Thanks to the dedication and hard work of 
several people, the Atari 8 bits will not become 
obsolete any time soonT 



Look out for ... 

AMS 4 

THE FOURTH ALTERNATIVE MICRO SHOW 
RADIO RALLY and ELECTRONICS FAIR 

Good support for the Atari XL/XE including 
Software/Hardware/Books/Gadgets/User Groups 

Saturday 10th NOVEMBER STAFFS COUNTY SHOWGROUND 
10am to 5pm BINGLEY HALL, STAFFORD 

Full Catering Facilities 

Organised by Sharward Services - 0473 602460 



Mama 



Got a point 
to make? 

Got any 
questions 

to ask? 

Write to 
Mailbag 
P.O. Box 54 
Stafford 
ST161DR 



LEARNING TO 
PROGRAM 

I own * 130XE and I am 
very pleased with it. I have 
only been playing games 
until recently when I real- 
ised that 1 wasn't using It to 
its full potential. I would 
like to buy the best possible 
book to help me learn how 
to program and your advice 
on which to choose would 
be appreciated. 
I have a 1050 disk drive 
and DOS 2.5, How do I use 
the utilities? To increase 
the programmabllity of my 
Atari would it be better If I 
purchased something like 
Spartatios or MyDos? 
What's so special about 
these two compared to 
older DOS a? 
finally why doesn't any 
software use the 1 2flk of 
memory possessed by the 
Atari? Is it to maintain 
compatibility with the 
65XE? Using this extra 64k 
of memory could produce 
even better graphics* sound 
effects and speech synth- 
esis needed on games like 
Robocop or Operation Wolf 
which 1 hope will be coming 
out in the near future (hint. 
Harlequin M. 

Mark Pearsons 

Isle of Man 

Glad to see that you have got 
round to wanting so program. 
Mark. Most of the early Ixxiks 
on progratrvntng the Atari 
have not been available for 
some tirrte but NEW ATARI 
USER has managed to locate 
supplies of a couple of books 
that can be recommended. 
Firstly there is ATARI BASIC, 
the book that used to come 
with the old 400 computer, 
and which your Editor used to 
learn to program. A bit acade- 
mic but it will give you a good 
solid basis of BASIC program- 



ming that will serve you well 
for more complex program 
ming later. Ttie other book is 
EASY PROGRAMMING FOR 
THE ATARI MICROS, a little 
gem of a book that we recom- 
mended to everybody until it 
went oul of print a few years 
ago. We have now found a 
number of copies o f this book 
and. at £5.95. would not hesi- 
tate to recommend it to every 
owner. 

As regards the different 
DOS s available, we would 
suggest that you stick with 
DOS 2.5 for the time being, it 
mill do everything you need H 
to do. SpartaDos and MyDos 
are more comprehensive bat 
they require a good working 
knowledge of the machine 
and are really for folks a>ho 
can already program By the 
lime you become a proficient 
programmer, you will be able 
to buy either of ttiese and get 
good value from them, but 
they are not really for begin 
ner.s. 

Lastly, about the lack of prog 
rams for the 130XE, you are 
quite right in assuming thai 
software publishers wish to 
nvake tlieir games compatible 5 
with the 65XE. Although it is 
apilyfor 130XE owners, it 
makes commercial sense to 
produce programs that will 
sell on all models rather than 
restrict sales. Ttie Atari mar- 
ket is small enough and writ- 
ing programs that could only 
be used by some of the user 
base would not be triable. 



ATARI WORLD 

I am writing regarding Atari 
World from whom I ordered 
two disk games for £16.95 
in October 1989 and have 
not heard from since, de- 
spite writing numerous let- 
ters and phoning a number 
of times. 

Could you please send 
them a letter or tell me who 



I could write to, to com- 
plain about this organisa- 
tion- Also somewhere I 
could write to help me get 
my £16.95 back. 1 am deter- 
mined to get my money 
back, 

Michelle Empty. 

BrockJey. London 

Sorry, Michelle but you have 
little chance of getting your 
money back sitice Atari World 
went bust in June owing a lot 
of money to various pi*ople in- 
cluding us. We Itave lost over 
£1,000 with no chance of get 
tii\g tt back. Although you can. 
in theory, make a claim to tlw 
liquidators tt is. in practice, a 
waste of time. Over the years 
u>e have been publishing we 
have had about a dozen com- 
panies go bust owing us 
money and, although we have 
put in all the necessary 
claims, ive have never had 
one single penny. Sadly, you 
just have to write it off. 
Another company thai went 
imst around the san\e time Is 
Glasgow Computer Centre, 
hopefully not many readers 
will be owed money by ttxem 
as they didn't do much mail 
order. 



NOICD 

Please could you tell me if 
Rambo XL is compatible 
with the 65XE and where it 
can be obtained as when I 
enquired about it from 
Frontier Software I received 
a letter from Martin Walsh, 
Marketing Manager for 
Frontier saying they no lon- 
ger carry the ICD/OSS pro- 
duct range . 

Christopher Roberts 

Prestatyn 

.... 1 recently purchased a 
Citizen 120D printer and 
ordered the ICO Printer 
Connection interface cable 
but after a phone call was 
told that there are no more 
stocks of these. Do you 
know where I can obtain 
this cable or an alternative? 

Paul Shaw; 

Oldham 
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I tun writing to advise 
you that Frontier Software 
no longer deal with ICD who 
make SpartaDoa, I found 
this out. after contacting 
them to ask about a bug in 
Spurt aDos in the format 
menu where it does not 
select the correct sectors 
for Atari DOS format, Fron- 
tier were helpful but unable 
to cure the problem since 
they no longer deal with 
ICD. I wonder If there will 
ever be a perfect version of 
SpartaDos which is other- 
wise excellent. The price is 
not budget so I would ex- 
pect a little more back up 
from somebody, if anyone 
has a cure for this problem I 
would be pleased to hear 
about It, 

A.L. Hewitt. 

Luton 

After ages of waiting to 
afford SpartaDoa and the 
U.S. Doubler chip I finally 
was in the position to buy 
them when, lo and behold, 
no one has them in the TJ*K+ 
I was told by Silica Shop of 
a company in the USA cal- 
led Happy Computing but I 
have no telephone number 
or address, I wonder If you 
know it, or maybe anyone 
else that may be able to 
help. 

C.C, Jeffe, 

I ^ j i 3 1 ( I o r i . Kssr\ 

Just a selection from many 
letters regarding Frontier's de- 
cision not to continue with ICD 
products. This is obviously a 
blow to 8-bit users since ICD 
market some innovative pro- 
ducts for the XL/XE and in 
the case of the Printer Connec- 
tion, haw one of the only re- 
maining ready made printer 
interfaces. We understand 
ttiat Frontier took their deci- 
sion reluctantly after finding 
that they couid not get the 
necessary technical support 
from ICD on their products. Mr 
lleivitt hits the nail on the 
fiead when he says thai cus- 
tomers paying Jar expensive 
pr<x.iucts deserve back up and 
it is often only the company 
producing ihe software that 
can answer user's questions. 
As a distributor Frontier have 
alumgs been aware that back 



up should farm part of their 
senrice but no distributor can 
answer lectmical queries 
witluoul recourse to the people 
who developed the software. 
As far as tve know ICD still 
have S blt products and llk: 
are hoping to obtain items 
such as the Printer Connection 
for our readers In the future - 
we could have some by the 
time you read this. Whethi-i 
we will yet involved with any 
other ICD/ OSS products is 
doubtful. In tfie mttantime the 
only ulleniative we can .sue; 
gest for a printer Interface is a 
DTtT kit from Derek Fem. If 
you are confident about build- 
ing it yourself. Derek can sup 
ply you with an interface kit, 
complete with instnictlotts. 
that will sit inside your com- 
puter. Derek Fern can be con- 
tacted ott 021 353 5730. 

DOS TPS 

Spot the error? The QUICK 
DOS listing in Issue 44 has 
a slight error. For some 
reason, a space has crept 
into line 1000 before the 
second 255, This means 
that the TYPO code is 
wrong. Take the space out 
and the correct code is FV. 

On the subject of DOS h here 
are a couple of other tips 
for DOS 2.5 users. When 
you return to Basic from 
the menu, the D UP. SYS 
program is still In memory 
and isn't overwritten until 
you start typing a program t 
so if you come out of DOS 
and realise you forgot to do 
something, then Just type 
X«USR(8309) to get back 
into it. If you want to load a 
binary file from Basic you 
can use this method - first 
open the binary file on 
channel 1 (l.e OPEN #1.4,0, 
"D:filename,ext) then type 
X-USR(5576) to binary load 
it. This method won't work 
with all binary files, though. 

Also I thought I'd let you 
know that I'll be exhibiting 
at the Alternative Micro 
show in November. I'll be 
there with my usual range 
of PD and advice, much the 
same as I did last year. See 
you all there! 

Dean Garraghty, 

Doncaster 



CONNECTING THE 850 

I have just bought a modem 
and an 850 interface. I have 
phoned everywhere, includ- 
ing your own Accessory 
Shop, to try and find a Cable 
that would link the two but 
with no luck, so I decided to 
make one myself. It took 
Just under an hour and I 
thought that some readers 
might like to know the 
details. 

All you need to do is go to 
Tandy's and get the follow- 
ing parts: 

1) Crimp style 9 position 
male D SubConnector (c*t> 
no. 276 1427) at 69p 

2) Crimp style imposition 
male D-SubConnect or (cat , 
no. 276-1429) at £1.69 or 
the solder type (cat. no. 
276-1547) at £2.49 

3) Ribbon cable with 10 
conductors (cat. no. 
278-7050) at £2.49 

I used pliers as I haven't 
got a crimping tool (costs 
£7.99 at Tandy's). What you 
need to do is connect the 
wires to the connectors as 
in the following table. The 
conductors in the eable are 
colour coded which should 
make it easier to make the 
correct pin connections at 
each end. 



S50 


MODEM 


Pin 1 


Pin 20 


Pin 2 


Pin S 


Pin 3 


Pin 2 


Pin 4 


Pin 3 


Pin5 


Pin 7 


Pin 6 


Pin 6 


Pin7 


Pin 4 


Pinfi 


Pin 5 


Pin 9 Is not used 



The total cost is less than 
£6. Just plug Into serial 
port 1 and away you go! 

Raied Khatab, 

Dundee 

Tf tanks, Raied, these sort of 
tilings are always well worth 
knowing. We cannot guaran- 
tee whether the connectlotis 
outlined are specific to a purli 
cular modem but they should, 
in theory, uwrk with any 
modem. fSest check out the 
pin configuration of your 
moilem with the 850 interfactr 
manual if you are unsure. 



JUST THE BEST 

I have been reading your 
magazine since Issue 9 and 
have looked forward to 

Issue since then. I 
have especially enjoyed the 
Adventure Column by Garry 
Francis, Please could you 
inform me what has hap- 
pened to him as I have not 
seen his column recently, 

I have owned an Atari 8-bit 
since 1961 and agree that It 
is the best 6-bit machine 
around for its sound and 
graphics capabilities. Be- 
cause of this I am very in- 
terested in the forthcoming 
game from Harlequin, SHA- 
DOW OF THE BEAST, adver- 
tised in your June /July 
issue, I have got this games 
on the only format that it is 
available for at present [yes, 
I have also got an A*i*a^) 
and think that the game is 
superb, I know the capabili- 
ties of the 8 00 XL and think 
the game would be ideal for 
it. Let's hope that Harle- 
quin do an excellent job of 
it and. if so, I'll even purch- 
ase two copies of it to en- 
courage Harlequin to pro- 
duce more games for this 
excellent machine. 
Keep up the good work on 
the magazine (every issue 
gets better and better) and 
long live the Atari 8 -bit! 

Asad Sheikh 

Birmingham 

Garry Francis won the Austra- 
lian National Lottery and, 
after failing an audition for 
Neighbours, now lives on his 
own private island on the 
Great Barrier Reef with his 
Atari and ten thousand cans 
of Castlematne XXXX. 

DISK DRIVE 

I would like to know where 
the disk drive control regis- 
ters are and how to use 
them on a 1050 disk drive 
without the U.S. Doubler, 

John Booth. 

Leicestershire 

Come on then r all you technic- 
al guys, how aijout a nice in 
depth article on disk drives? 
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XL/XE TYPE-IN 




Dave Hitchens* 
strategic platform game 
for lor2 players - think 
before you move! 



Dilemma Is a platform game with a difference. There's 
i no clock to hurry your progress, no monsters chasing 
you down dark alleys, in fact no urgency whatsoever. 
Just sit back, relax and gjve the grey matter a little exercise 
instead of the trigger finder. 

In essence. Dilemma is a game of strategy in which you work 
your way up the platforms collecting goodies en route accord- 
ing to certain rules easily assimilated during a practice round. 
One or two players can take part using joysticks. 



LET S PLAY 

After the initialising phase, enter the players" names and the 
difficulty level to taring up the main screen. Players move in 
turn selecting from the available dice which are rethrown 
automatically by the computer throughout the game. The diffi 
eulty level determines the number of objects you must collect 
from each platform. You cannot move up until you have at 
least this number (but see the special notes at the end). 



MOVING 

Choose one of the dice with the joystick, registering your 
selection with the trigger. If you want to change your mind 
press the trigger a second tine. Now move the stick in the 
required direction. Unless the move is an invalid one, your 
character will respond accordingly. You are free to move any- 
where horizontally except onto your opponent s base (these are 
the only safe' areas on ihe playfield). Landing on an object will 
credit you with points according to the key values shown above 
each player s score Points vary according to the type of object 
and position. If you land on your opponent you'll send him to 
gaol. Landing on a trap will send you to gaol. 

CHANGING FLOORS 

the number of items collected is depicted on each player's 
base, Up to nine are shown although more may be acquired. 
Once you have enough you may change floors by pushing the 
joystick up or down after dice selection. Note well that the 
distance you travel Is calculated from the player s base on the 
new floor, your current horizontal location being irrelevant 
You may move up or down to choice but eventually one player 
must reach the top floor and collect the requisite number of 
goodies to reveal the Finishing point back on level one. Once a 
player lands there the game is over and the winner is the one 
with the most points - not necessarily the person finishing the 
game first. Watch out for additional hazards on the return 
journey! 
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GAOL 

Only one player may reside in gaol at any one time so, If your 
opponent is there you will not be penalised by landing on a 
trap. The gaol symbol near your score lights up whenever 
you've been nabbed. To escape you must use a die with a 
central pip. i.e. a one, three or five. Just choose the appropri 
ate die in the normal way and you 11 automatically reenter the 
playfield. If no suitable dice are available you musl forfeit a 
turn by pressing the spacebar. This is the only occasion when 
you are allowed to miss atuni. 

SCORING 

Objects in short supply carry the highest points but all in- 
crease in value as you move up. Points shown on the screen 
above the scores refer to the objects on the floor your man is 
currently standing on. Above platlbrm five are two further 
values (for each player). Tbe one next to the gaol symbol shows 
the points forfeited if your man ends up in gaol- The other 
value is given if vou re lucky enough to collect the last Hem on 
that particular level. Both values change as with the objects. 

SPECIAL CASES 

In certain cases It isn't necessary to eolleci the minimum 
number of items per level before changing floors. If there are 
fewer than three objects remaining on your level you are free to 
move vertically if you wish. Additionally, once the finishing 
point Is displayed, both players may move freely anywhere on 
Ihe playfield. 



OPTIONS 

A number of options are available during play. To abort a 
game press the START kev. If you just want to change the 
difficulty level keep the START key depressed until the title 
page appears, this saves typing In the player's names each 
time. This also applies when restarting from the end of a 
current game. 

As a reminder of the difficulty you are on see the top centre ol 
the playfield screen. Occasionally your character will obscure 
desired screen information pressing the OPTION key will 
temporarily remove him. Finally, if you find the platform col 
ours not to your liking, the SELECT key will randomly change 
them. Note that these options are unavailable during dice 
tli rows. 





DILEMMA 



STRATEGY 

Strategy plays an important part in the game. Because both 
players share the same set of dire it is vttal to cheek your 
opponent's possible moves as well as your own since It is often 
the case that a relatively low scoring move on your part will 
force your opponent into an unfavourable position. The name 
of the game will be found to be quite appropriate after one or 
two moves' Different tactics are required for the various diffi 
rulty levels - level cijfhi is not necessarily tougher than level 
one but it plays differently, 



TYPING IT IN 

I hope that the length of the listing will not deter readers from 
exercising their typing fingers. Use should be made of the 
brilliant lull screen editing facilities of the Atari when entering 
similar lines Idont forget to change the line numbers!) whilst 
the use of TYPO III will take care of anv errors. Breaking the 
job into two or three sittings will also reduce fatigue but don't 
forget to save a couple of completed copies before RUNning. 
Dilemma requires a minimum of 48k RAM and was inithilh, 
envisaged as a two player game, Anyone nol requiring the solo 
version can save typing by omitting the routines in lines 50 - 
98, 375 - 470 and 910 - 960 but do not enter the character s 
names when starting a game, [f your name happens to be Bill 
or Ben just add a full slop after it to avoid confusing them! 
The solo version proved quite challenging and Bill and Ben 
perform reasonably intelligently following a set of priorities 
which I will leave for you to discover for yourselves. They will 
be most easily discerned If you have the two characters play 
themselves and will also illustrate the way the game proceeds. 
Note thai none of the options" are available whilst Bill or Ben 
is in charge - you may select any difficulty but will have to wait 
for a game to end (or press RESET) to call a halt. A player may 
set different challenges - highest winning score, highest dif- 
ferential or least moves. All are displayed on the final screen 
together with a reminder of the difficulty level. 



ABOUT THE PROGRAMMING 

There isn't space here to delve deeply into programming 
aspects but the display is basically an expanded mix of 
Graphics 1 and 2 and Antic 4 with 7 DLI s permitting multiple 
use of the PMG system. Each character is composed of 2 
players |or sprites] animated in a machine code loop fea luring 
variable delay to simulate gravity effect. By keeping sub- 
routines and the solo logic loop in early numbered BASIC 
lines, thinking time' is reduced io a minimum. Certain sound 
effects are achieved using filter systems built Into the hard- 
ware (register 53768) and by using a separate 'sound selector' 
program a multitude of effects may be produced. 



SA 

nu 

FA 
OF 
UM 
wu 
HO 
JL 
US 

ow 

ftp 

5IJ 

AA 

0Y 



1 REM M**«MH»*H**M*»*N«HI< 

2 REM * DILEMMA * 

4 k! M * by * 

5 REM * Dave Kitchen* * 

6 REM * ■ ■- • ** 

7 REM * HEM ATARI USER - AUG 199© # 
0 REM HKH l t l tM l irt HM M M KH H ttK M HM MHWjHIWtHHra 

9 REM 



IO GOSUB 280Q: GOSUB iZ8B:GOTQ 1886 

20 MAM CPLR) -5T+260-H0*LEV CPLRJ + 1 9*PL R : 
ST<PLR>=NAMCPLR> 

21 POSITION 0*18*PLR,Z*I: ? GAOL $ CZ«LE V 
CPLR»+I,Z*1EU CPLRJ + Z1 

22 POSITION 23+12*PLR,Z+It? *HS CZ«I_EU I 
PLR3 +1, Z*LEU CPLR) +21 

23 PDSITIDH H26-M+HW LH>H*li? LEU$CJ«L 

to ept fi j + 1 , j*i f.u tp-Lfij + j> :? sh$ 

24 RETURN 

25 FOR L-I TO SC : SOUND 0 , H+I+6*PLR ,H*Z 
, H+M r SC IPLRi -SC (PLRJ ♦ ! ! P0SITIOH 22 + 17* 
PLR- CSCCPLRJ>H-I1 - <^C<PLR>>9*1 , H + Z 

D* 2* 7 SC I P L ft 1 1 SOUND 0,0,0,0: GOSUB H4 : HE 

NT L 
AG 27 RETURN 

RK 38 IF 1_EV>H-I THEN 33 
PP 31 POKE 5TCPLR3 r J + J*LEW 

LIB 32 FOR M — H + X TO 0 STEP -I/ZiSOUND 0 t H« 

H + tH-L£Vl *Hi N, N S MEKT N 
ZZ 33 RETURH 

05 35 POKE PM+N20+N26,M35*Z+96*PLRi FOR H = 
-HKZ TO H«Z: SOUND 0> AOS tNJ+H+H>M+ZjJlH 
EN T N: SOUND 0 , 0, O, 0 : GO^UB K*H 

HJ 36 POKE PM+S2 , 0 xRETURH 

OD 48 POKE K2«Pt K tZ+N35»PLR , D : POKE 14Z*P 

+23+N35«PLR t Df i A-USft Ci42*P+H35*PLR > 
MU 42 POKE PH+43Z, 74+ ZwPLR I PONE Ptt+445 , 20 

5-176 *P LR ! RETURH 
PR 45 POKE HI ,J#J SPOKE Ht + I.OlPOKE M2,P-I 

! POKE 1737,H+I+126*PLR+52*CUEflT=-IJ t A = 

U5RC1731«01 iPOKE N2,H*H 
AM 4? RETURH 

AD SB IF Rirl OR H = Z+I OR H = K THEH D=H!C=C 
+ 1 

ZK 51 RETURH 

CZ 65 IF H=0 THEH RETURH 

TP 56 IF A+T + N-HAN (I PLft) THEN f>-M;DT-l:C 

= C + I 

HI 57 IF A + T-N-MftM(I-PLR} THEN D = N!t>T--l! 

C=C + I 
AL 56 RETURH 

CO 60 IF H-O THEH RETURH 

ME 61 IF PEEK tfl*T + M3>H26 THEN D=NtOT=I :C= 
C+I 

HZ 62 IF PEEK tA + T-N) >K26 THEH R=H:DT=-IiC 

= C+I 
AC 63 RETURN 

DR 65 IF H-0 THEH RETURN 

AS 66 IE PEEKCA+T+H1=03 THEN D-M;DT-IlC=C 
+ 1 

ZU 67 ir PEEK tfl + T-RI -03 THEN D=N ! DT=- I ! 0= 
C + I 

AM GO RETURH 

CP 78 IF H-0 THEH RETURN 

UD 71 IF PR>0 THEN GOSUB 95 i G05U6 97 i RETU 
RN 

SR 72 GOSUB 97 ! GOSUB 95 S RETURH 
DD 75 IF H30 THEH RETURH 

HB 76 IF A+N-ST+2G9 THEN D~N ; OT" I ! C-C+I 
ER 72 IF A~H=ST+269 THEH D-M:DT~"I:C - C + 1 
AH 70 RETURN 

PO 00 e-0;N~D: GOSUB L : RETURN 

OK Si C=0;H=Dl! GOSUB L : H-D2 ! GOSUB L:N^D3: 

GOSUB Ll RETURH 
HB B5 T-ST*H8»CZ + Z~i EU CPE (13 J : A1=0 ! A2=0 
HR 86 FOR N-T+21 TO T + 29 

IS 07 IF PEEK <H3 >H26 THEH A1 = A1 +1 + IPEEK CN 

5=7U 
LF BB RE XT H 

HE 69 FOR N=T+3B TO T+3B 

JP 90 IF PEEK <M» >H26 THEH A 2~ R2 + 1 ♦ < PEE K EN 
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KS 91 NEKT H 

MS 92 PH=tAl-A2l ; BETURU 

TD 95 IF A+T+N<ST EPLR3 *T*A1 AND A+T+N>5TE 
PLR3+F+02 AND CPEEKCA+T+N* <>B OP STATE 
J-PLR3 » THEM D^N : D T =1 : C =C+I 

AL 96 RETURN 

EG 97 IF fl+T-W <ST IPLRI +Ttfil AMD A+T-NJSTC 
PLR3*T+Q2 AND IPEE K I A + ¥ -M J <> It ON STATE 
I-PLR3 3 THEN D=N : DT=- I : G=C+ I 

flP 9B RFlURN 

DK 1*0 PLft-IPLR : POKE 764 * p- I ! AT =0 : TR - TR + 
PLR 

LZ iBl POSITION H26,H+Z:? NAME S EH*PL R *I , H 

HPtR+H) : P0K£ MJ-t, 03 + HBNPLR 
DC IBS IF D1 = 0 AND D2 = 0 AND D3-0 THEN COS 

UB 5S>(* 

YZ 166 POKE 1775,N7?*HNDl03+N*Z 
TJ 1B9 0=O:IF AUT0=PLR+I OR AUTG=Z+I THEM 
374 

SR 118 GOSUB 68-B 

BY ill IF PEEK E1&76J THEN HI 

PD 113 IF STAT EPLR3 ~3 THEN FOR N = .J+242*Pt 

R TO 46+152*PLN STEP £K-H*PLR 1 /Z : SO UND 
0|N,H*ZjH+Zi PONE N3+PLR , N r NEKT N 
KY 114 IF 5TATCPLRJ=I THEN SOUND 0 , 0,0,0; 

STAT CPLR3 =0 : POKE 53255 * 0 : GOTO 250 
AZ 117 IF &4>0 THEN E* = N 35" I ! D T = S 1 i POKE Nl 

+ 1, T : GOSUB J*R I GOTO 1Z8 
DE 11B 0=01 DT-17; POKE Kl+I,P"Ii GOSUB J*H 
JH 120 IF WE Rf THEN GOSUB 308 
VC 135 POKE N1,X«X:P0KE 161 7 j AB5 C 045 : A=U3 

R<143NP+126*PLR) 
HP 140 MAN (PLR) = C 

BZ 158 IF HAHEPLRl=MANEl-PLR3 THEN GOSUB 

N35«H:GOT0 25B 
ON 1S5 TF FIN AND C=ST+269 THEN 3BOB 
JW 160 IF PEEK tC3 =NB THEN 5C-LEWEPLR3 *I 
ZN 170 IF PEEKCO=N? THEN SC=Z» ELE W CPLRJ ♦ 

I3+I 

FU IBB IF PEEKCCS=71 THEN SC = 3» ELE V CPLR> + 
D+Z+I 

CP 102 IF PEEKEC1-K+I AND ST AT CI -PLB3 <> I 
THEN PLR=I"PLRiG0SU6 N35*H I PLR=I"PLR : G 
OTO 250 

I N 1B5 IF PEEK (C> <N36 THEN 250 

q T 107 POKE €, O [ FOB N = H+H TO O STEP -T./Z l 

SOUND 0,3C*»N,H+r,fffHEHT N 
UN UB GOSUB K*K:GAINCPLR,LEW<PLR1)=GAIHE 

PLR j LEO CPLftS 3 *I " L EU-GAIN (PLR, LEO EP1 H I 3 

! GOSU6 N35-M 
OH 195 OBJELEU(**LR33^DBJfLEy CPLR13-I 
JH 288 IF LEW>DIFF-I OR GB J ELEU EPL R3 1 <Z+ I 

THEN WERT CPLR, LEW CPLR> 3=1 
CM 2*5 IF 0BJ<LEWEPLR3>=0 THEN SC=CLEOtPL 

R3 *I3*J+H : GO5U0 H4 ; GOSUB N35 
Aft 210 IF EWERTEPLR,Z*Z3 OR 0BJCZ+Z3 <Z+I3 
AND FIN = 0 THEN FIK=I?POKE PW+52,K*I:F 

OR N=0 TO 128: POKE 53254, NlNENT N ! GOSU 

B ABB 

HC 25B 0-&B : D7-»5 : GOSUB J*K:G0T0 H*H 
JZ 3*0 N = ABS CMAN <PLR1 -ST CPLRJ 3 : IF N = 0 THE 
N 300 

AG 385 POKE N2,H*«!P0KE Ni+I » P~I- 254*PLR I 

POKE 1617.N: A=USNfl43*P*120*PL«3 
TE 380 POKE W2 • 288 

KA 310 POKE N1,P/Z:P0KE Hl+J , 0 :POKE 1676, 

32! POKE 1737,H+I+126*PLfl+S2*lWERT=-I» I 

SOUND 0,M-3*UERT , Z+Z, J 
U3 315 POKE 20, I"FlNi A=USR<i731 J M^LEUEPLR 

3 + f LEOEPLR3 -Z+Z3 3 
EH 320 SOUND 0 , O , O # O ! LEU IPL Rl =LEU CPLR> +0 F„ 

RT : GOSUB HWZ 
OL 33* POKE Nl+I-I+2S4*PLRlC=MAN<PLR3+D4: 

POKE NZ,H*H 
'/ H 348 RETURN 

JN 358 FOR N=PEEKEN3+I-PLR3 TO 240-232*PL 
R STEP N~H*PLR I SOUND 0,H,H*H + Z ! POKE N3 
+ I-PLH , K ! NE K T NlSOUND 0,0*0, 0 

UI 35B SC= ELEVePLRI+IJ«3+I:P0KE 53255,282 



-152lfPLR ; GOSUB H*H i ST AT ir-PLR» =1 ! MAN f I 

-PLR1 =5T EI-PLR3 
MK 365 POKE Nl+I,0l POKE 1617, H ! POKE N2 t K* 

J : A - U S R £14 3*P + 12 6* E P L R 3 1 ? POKE 1676 , H 
Uff 370 POKE H2* H*M : RETURN 
HG 3 73 REM GUZD 

ML 374 IF PEEK <1676) THEN 374 

J* 375 Lff" M ! FOR N=Z+Z TO 0 4TEP - I ! If 06 J 

INI <>0 THEN IH N:N (> 
IK 376 NEKT N 

IfD 377 Ql = l^:02=-rj IF PLR THEN 01 = 1:02='! 
9 

HO 376 PR=0:If O0JCLEVEPLR33 <J THEN GOSUB 

SB 

ZG 380 AT = I! GOSUB 618 N6 = *l ! U=0 : IF STAT IP 

LRJ=0 THEN 3B3 
OA 301 L=NO-H: GOSUB HO: IF C THEN GOTO N7 
LB 302 POKE 704, I: GOTO 356 

DL 363 IF FIN AND LEVEPLR>=0 AND SCIPLRJ > 
SCCI-PLR3 THEN U = I I L^ 75 J VERT = 0 1 A = HAN CP 
LR3 :G05UB N6 ! IF C THEN GOTO N7 
HM 364 IF MAN EI-PLR3 =ST tl-PLRJ THEN SBt 
UQ 365 OERT = 0!T=OIL = N*-H: A = MANEPLR3 '. GOSU* 

Mb; IF C THEN GOTO N7 
ZK 366 IF WERT <PLR, LEV <PLR3 3 -0 THEN 309 
IE 387 T = -N8J UERT^I: A-^r EPLR3 : LOSUB lib i IF 

C THEN GOTO H7 
g C S8* T-N8; VE»T--I:GOSUB N6 i IF C THEN GO 
TO N7 

BP 3B9 IF FIN AND LE0EI-PL03=0 AND SC<I~P 
LR3>SCfPLRJ THEN L =75 : gERT=0 S A-MAN C I~P 
Lfl 3 : GOSUB H6 : IF C^l TNEN H6 = J»H 
RR 35* IF STATCI-PLR>=0 THEN 392 
MA 391 L=NO-H! GOSUB N6 : IF C=I THEN Nfe=^«H 
HO 3*2 UENT=0:T=O:L=N*!lF OB J tLEU (PLHI 3 <> 
I THEN 394 

DR 393 A = HAKCPLR3 SCOSUB N6 s IF C THEN SOTO 
N7 

yti 3^1 A = ST tPLRl ! IF OE RT I PL« , LE Vt PL Rl 3 -0 

THEN «08 
HT 395 IF LEUCPLRT=Z*Z THEN 3?7 
TR 396 IF OOJELEU £PLR> +IJ=I THEN T=-NO:UE 

RT=I! GOSUB N6 1IF C THEN GOTO N7 
KT 397 IF LEOEPLHJ^O THEN 408 
CM 396 IF O0J<LEVCPLR>-I3=I THEN T - N* ! UER 

T--I tGOSUO N6HF C THEN GOTO N7 
VU 460 0ENT = O ; T^O$L = N*HF OB J CLEW EI -PLR) > 

OI THEN 4*3 
RE 402 A-MAN CI-PLR3 tGOSUB N6iIF C=I THEN 

N6=J*H 

HP 483 fl=ST CI-PLHJ : IF WERT tl^PLR , LEU EI^PL 

R> 3 =0 THEN 41* 
HD 484 ir LEWfI-PLRJ=Z+Z THEN 4** 
RC 485 IF OBJELEWtI-PLHJ+I*=I THEN T=-NO : 

UERT-llGOSUB N6 ! IF C~I THEN M6^J*H 
JB 406 IF LEWCI-PLR1=0 THEN 416 
LC 487 IF OBJ eL£V«I-PLN» -11=1 THEN T - N* ! W 

ERT=-I:G0SU6 N6:IF C=I THEN N6- J*H 
PN 418 01=71 

SD 411 UEBT=Oi T=0SL=N*+K: A=HflN<PLHJ ! GOSUB 

M6 TlF C THEN GOTO N7 
KU 412 IF WERT <PLR, LEU tPLRl 3S=0 THEN 415 
TT 413 IF LEVCPLR* OZ + Z THEN f P-N8lVERT = I 

t. A = ST CPLR1 i GOSU6 N6 ! IF C THEN GOTO H7 
PL 414 IF LEW CPLR3 <>0 THEN T =NB i WERT= - I : A 

=STCPLB3 ! GOSUB N6 : IF C THEN GOTO N? 
FL 415 IF 03=N3 OR 03-NO OB STAT (I-PLRJ f 

HEN 426 

K h 416 WEBT=OIT = 0!L=N8 + K: A = MANEI-PLB3 IGOS 

UB N6: IF 0=1 THEN N6=J*H 
BH «±7 IF U€HTCI-PLR,LEWCI-PLR)1=0 THEN 4 

28 

PP 418 T--NOJ WERT = I J A=ST CI-PLBJ i GOSUB N* ! 

IF C=I THEN N6=J*H 
JE 419 T=N8 : WERT=-I: GOSUB N6T IF C=I THEN 

N6=J*H 

OI 420 IF 03-N? OR Q3=N* THEN GOTO 451+ (0 
3 = NB3 

NN 421 IF LEWCPLR1-Z+Z OR WEBT EPL R , LE V <PL 
P33-0 OR (FIN AND SC I PLR J > £1 - PLR3 3 0 
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R LEU CPLR3 > -L,H THEM 438 
PU -12? L^M8+X r T = -He iVEHT-Xi 6-5T <PLR> ; «3=# 

9: GOSUB N6:IF C T HE H GOTO N7 
FX 423 Q3-M0 : G05UB N6 ; IF C THE H GOTO M7 
WS 424 Q -K + I ; L-N© ♦ H r GO SUB N6 : IF C THEM GO 

TO H7 
PJ 425 GOTO 45a 

IJ 430 IF LEU £ PI HJ > L H THEN 432 

UI 431 IF LEV CPLR3 -0 OR UER T CPL R , L E O CP1 R 1 

>-t» OR tFIN AMD SC CPLR3 {SC tI - PLR> 1 THE 

H 4SH 

HY 432 L-Mtt+H : I MB; UFRT I ;ft=Sl CPLR3 :03-N 

9 : GOMJB Me : IF C THEN GOTO H7 
FZ 433 Q3 = H8 ! GOSUB Nfc;lF C THEN GOTO M7 
HU 434 Q-X+IsL-NH+HtGOSUB N6 : IF C THEM GO 
TO N7 

DU 450 03=M9 : GOTO 411 

DP 451 «3-MB;G0TO 411 

JK 452 Q-H+J ; IF U THEM PR=PLR 

FT 497 UERT-0 t T-O : L-MB+H : A = MAN tPLR> : GOSUB 

MB i IF C THEN GOTO M7 
LD 454 IF VERT CPLR , LEU (PLR3 3 - 0 THEM 46 8 
AA 455 T - -MB : MER T=I i A= ST CPLRJ ! IF LEU CPLR) 

Oz + Z THEM GOSUB MB; IF C THEM GOTO M7 
FN 456 T«MO:UEHT = -IfIF LEV CPLR) <>0 THEN G 

05UB H6SIF C THEM GOTO N7 
UU 460 R_H*H :Pfl-0 i GOTO 453 

PA 58B POKE 289j 114 J FOR T = I TO Z + IiPOKE 7 

03 + T , H i SOUND Z,0,O,O 
LP 510 FOR NT TO H*H N D C01 * H + H 
HU 520 D4 = TNT 16WRND CO) 3 

HY 538 SOUND 0, D4 + X, H, H*X xPOSITION TWJ+T, 

0 : SOUND 0,0,0,0 
JL 546 7 DCS t|>4*l7 + I, D4*17+17) 
HP 550 NEXT N : GOSUB M4 ; ON T GOTO 551,552, 

553 

HI 551 D1-D4+ J i MEKT T 
MR 552 D7-D4+I : NEXT T 

LA 853 I>3-D4*I:P0KE 2O9,H9?P0KE N77,0:RET 
URN 

FJ 608 A = STIOK CPLR3 :L=(A=X+Z AND brHHft) 

:T=IA=M+I AND DIE>863 
IK BBS IF STAT CPLRJ =1 AND PEEK 1764 J <P-1 T 

MEN T-P-I : GOSUB N4-H rPOP JGOTO H»H 
NO BIB SOUND O , Z + Z , J , 1 5* 1L + T 1 ! 0 IE=OIE +36* 

L~36«T 

TV 615 DT=PEEK 1532733 : TF DT = M THEN POKE 2 

6,0: A = USR C17S2) : T = I: GOSUB N4 H 
BO 616 IF DT=H+I THEN POP : GOTO 3580 
CH 617 IF DT=Z*I THEN DT=PEEK IN3 + PLH3 : POK 

E M3+PLR , Q ! GOSUO N4+H:POKE N3+PLR ,DT 
GN 616 IF OBJCLEUCPLR3> <Z + 1 THEM UER1 CPLR 

, LEU £P1_R3 > =1 
ZF 613 IF AT THEN RETURN 
TH 628 POKE 15B1 F OIE i SOUND 0,0,0,0 
UR 6 25 0=?O + IiIF D> H*H»RND f 0* *Z THEM D=0:P 

OK E 1676, X*RND f 03 
ND 630 IF 5TNIGCPLR1 THEN GOSUB /IB ; GOTO 

680 

NT 640 IF DIE- 86 THEN D4=Dl;0-O 
PP 641 IF DIE=l22 THEN D4-D2 ! O-I 
HX 642 IE DIE=15B THEN D4~D3 : Q-Z 
UK 658 IF D4=0 THEN GOB 

EM 660 POME P H+ 288 . M*Z : T =X+ J : GO SUB N4H 
IG 678 A=STICK CPLRI 
ZU 675 IF STRIGCPLRJ THEN 530 
OF 668 POKE PM+2BB , 283 : T~38 : GOSUB H4-H:C0 
TO 680 

CO 638 VEFi F - Cfl I 41 €Ar 13 1 

Rfl 695 IF STATCPLR3=I AND 04<>X AMD D4<>Z 

*I AND 040H THEN 785 
«U 7ft0 IF tLEVCPLR3=0 AND UEftT=-I3 OR CLE 

UtPLR3=Z+i AMD VERT=I1 THEN 785 
XG 705 IF VERT AMD UE R T tPLft , LEU CPLR 1 3 T HE 

M 720 

DM 708 IF WERT THEM 765 

MS 703 IF STATtPLRl=I THEN 7*7 

IB 718 IF AOX + Z AND AOh + J THEN 678 

L6 728 IF UFRT AND PL R THEN D4=~D4 

ZZ 721 IF UEffT THEN 727 



DU ?2J IF ft-H+I THEM 0 ♦= 04 
UO 724 C-MAH IPLR3 *D4 

PP 725 IF PLR = 0 AMD TC <ST 103 OR C> ST tQj +H 

*J1 THEN 7 OS 
HJ 726 IF P1_R=I AND COST CI* OR C<5T CI3 -1 

8 J THEN 785 
ER 727 FOR N=H+X TO 0 STEP -H : SOUND 0,N,H 

+ Z # N i NEMT N t IF 0 = 0 THEN D1~0 
KA 738 IF D-I THEN D2=0 
RI 740 IF 0=Z THEN 03-0 

HF 778 POKE 71)4 + I? , H * I : POKE PM>+280,203 
ZJ 780 RETURN 

EL 785 POSITION I,H+Z;? " ndv« not a 1 1 owe 
4"! GOSUB N4+H: GOSUB 23; GOTO 6B0 

IH 790 N~ CPEEK CH + HJ >P/Z3 2 POKE PM+436^ Z*Z + 
6*M ; POKE PN+442, ia3-12«M : RETURN 

OH 888 DT-5T-K*J i GOSUB 0160 

TU BlO FOR Q-T TO K ; GOSUB 834 ;DT~DT*H8 : RE 

STORE BOB+FIN 
FJ 8ZB FOR C = I + FIN TO Z + Z-F IN 1 OEftt> D ^ L ; FO 

R T=I TO D 

JV 838 N^INT |1B*RND C03 1 +1 ilF PEEKCDTtN3C> 
0 THEN 838 

CV 858 POKE DT + M,L?NEMT T i NEXT D : GOSUB N4 

*M ! NEXT 0 
UN 8SO DATA 2,71,4,136,6,201,1,6 
JR 801 DATA 2,6,3,6 
MP 690 POKE PM4M26+H26,0 

LM B31 IF FIN THEN FOR N=0 TO Z+ZiVENTCl- 

PLR j Hi = I t MEKT M 
LT B9 2 GOSUO 308: RETURN 

KJ 894 RESTORE 895tP0KE 13Z, R~I :READ D : PO 

KE MS, D; RETURN 
KL 395 DATA 5 7,63,76,152,230 
ZF 908 FOB N-0 TO Z#I: SOUND N,O,0,0iNEXT 

N ! RETURN 

UN 930 IF D^rDl THEN DIE =86 i D4 = D 1 J 0-8 
y« 331 IF O=02 THEM DIE=l22 : D4^D2 T 0=1 
EP 932 IF D=D3 THEM DIE - 158 E D4 =D 3 f 0= Z 
DI 933 POKE 1 581 , DIE : GOSUB 727 
JT 935 IF DT=-I THEN D4=~D4 
KO 940 C-MflH CPLRJ +D4 : GOTO 111 
NJ 368 T=P-I!G0 5UB N4~H : GOTO H*H 
LR 1800 POKE 756, CHB i ST^PEEK C0B3 +P**PEEK CB 
93+160 

EU 1010 POKE 559,0:PQK£ 54286 , 132 : A=USR fl 

5823; POKE 53277, Z+I 
ZL 1028 POKE N5,N77f GOSUB 8088 I ? ,t ^" j POKE 
559,0 

GB 18.18 RESTORE 107B t FIH = 0 : TR^O 

ZK 1A4B FOR PL R- 0 TO 1 1 LEO CPLR1 =0 I GO SUB H 

*Z I SC CPLR3 =0 : STAT <PLR3 -O : POKE 143«P + 5S 

+1 26*PLR r J 

LW 1845 FOR * = V TO Z* Z I G AIN CPLR,N>=0 tUENT 
CPLR, N3 =0 ; 08 J CN3 =H^Z - NEKT H:NEXT PLR 

J J 1860 FOR C-I TO X : READ D , D T p L ! F OR T -0 
TO 248 STEP MS ; FOR N=0 TO ±3 STEP DT I P 
OKE ST+O + N + T, f_ : NEXT N i NEXT T : NEXT 0 

SC 1B7B DATA 8,1,4,40,1,3*20,13,16,8,19,0 
, 40, 19, B 

HR 11BO FOR M-l TO Z ' READ D, DTE POKE ST'O, 

DT:NEKT N 
LJ lllfl DATA 38,5,23,5 

ML 1115 H=114 i POKf 784 , N i POKE 785 , N ; POKE 

706, N S POKE 710, N35 + I ! POKE 712, N; POKE 7 

83, N: POKE 1560, X+I : POKE 1562, K+T 
SD 1118 POKE NI-Z,0;POKE 1574 , 216 : POKE N3 

-1,0: POKE PM+1 J 2 , 48 ; POKE PM+117 , 184 ! PO 

KE PM+144, I ! POKE H2,H*H 
KG 1128 POKE 53252 , 48 ! POKE 5325 3 , 288 : DIE = 

122 : POKE 559,62 
VP 1138 POSITION FH*Z r H + Z;? "068 F ^t + BBO" : P 

OSITION M35-X - CDIFF/ZJ , Z + 1 3 F 0 R N = I TO 

DIFF s? ; NEXT H 

RU 1150 GOSUB 880: GOSUB 580 ; PLR= CPEEK f H #H 

3 >P/Z3 : G07 0 H*H 
TN 12 88 ? + CHARACTERS'* : POKE N5,H 

35 + Z 

HU 1201 RESTORE 1 283 : POKE 553, H35-I i f OR H 

continued m 
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= 0 TO H + J i READ D T 5 FOR T = 0 TO H + Z i READ 

r> : POKE CH+T+J»DT, D ! ME XT T : HEM T M 
HV 1**3 DATA J, 24,126,255,0,6,0,0,8 
J A 1204 DATA ^ ,0,0,0,9,8.8/284,51 

1285 PAT A 5,255,lfc5,16*,25S J llj5,16S J i* 

5,255 

Al 1206 DATA 6,0,0,36,24,24,36,0,0 
OS 126? DATA ?,6,4,Bj$0j 126,126,68, 0 
KM 1208 DATA 8,6,24,36,102,36,24,58,0 
KL 1209 DATA 9 , 0 , 66 , 66 , 36 , 36 , 2* r GO , 8 
HP 1210 DATA 10,0,0,6,24,60, 24,6,0 
Z6 1211 DA T A 11, 0, A, 66, 60, 60, 60, O, 0 
HF 1216 DATA 16,60,102,102,102,102,102,60 
, O 

FF 1217 OAT A 17 , 2* , 1 20 , 24 , 24 , 24,60,126,0 
UG 1218 DATA 16,68, 162,12,24,46,96,126, 0 
KM 1213 DATA 19.60,102,6,26,6.102,60,0 
ZO 1220 OAT A 26,28,60,188,236,254,12,12,0 
PH 1221 DATA 21,126,96,124,6,6,102,60.0 
OC 1222 DATA 22,12,24,48,124,162, 102,60,0 
AU 1 223 DAT ft 23. 126, 102,6,12, 24*48,90*1 
CN 1224 DATA 24,60,102,102,60,102,162,60, 

1 

CO 1226 DATA 2S , 60 , 162 , 102 , 62 , 12 , 24 , ** , 0 
LP 1506 RESTORE 1520 

CC 1516 FOR L-I TO K - f : READ D,DT,C:F0R M= 
D TO l>T:POKE PM+1024+M,ClPOKE Pn+1200* 
H,C;POKE PH+1536*M,C ; MEHT M : MEKT L 

OC 1520 DATA 11 , 32, 256, 8 , 16 , 126 , 3 3 , 36 , 126 
,232,247,262 

Tf» 15J0 FOR M=M35*I TO M35 + J : READ D I POKE 
PM+1792+R , 6 1 WEXT M 

JU 1550 DATA 24, 60, 126, 256, 66, 66, 60, 68 

AJ 1560 POKE 53260, P-I 

ID 1570 FOR T = 0 TO Z+Z:FOR M = Q TO J+J 5TE 

P Z ! POKE PM+026+32»T+M,tf+H:HEKT M 
UK 1575 FOR N=~Z TO J + M STEP H*2 : POKE PH+ 

fl26+32*T+H,H-l :NFKT M ; MEKT T 
¥2 1560 FOB N=232 TO 247 "READ D ' POKE PH+1 

536+H,D;MEKT N ; DATA 0,0,6,0,0,129,195, 

231,231,195, 129,0,0,0,0,0 
EV 1565 FOR 0=107 TO 260 : REAO DsPQKE PH+7 

68*N, D : MEKT H : FOR N = Z23 TO Z20 t POKE PH 

+ 766 + M,P^Z 5MEKT N i POKE PH+993,6 
HH 1507 DATA 46,63,46,47,32,63,40,63,46,4 

7,32,47,32, 47 
FF 1595 f + * SPRITES" SPOKE "5,34 

GU 1660 FOR 0=0 TO 101 : READ D : POKE 141*P+ 

M,D:M£XT H 

DG 1610 DATA 6,28,122,0,0,6,0,0,6,0,0,24, 

24,24,24, 24,0,0, 0,6,24,66,92,94,254,16 

6,26,56,12 6,64,36,2,32,160 
SC 1626 DATA 32,112,252,0,0,0,0,0,0,0,4,4 

6,48,46,40,46,6,0,0,6,48,126,116, 244,2 

54, 108, 112,56,2,4,72,128,0,106 
AY 1630 DATA 24,126,8,0,0,6,0,0,0,0,68,60 

,60,66,6,0, 8,8,0, 24,60,30,219,126,96,1 

0 2,60,0.66, 129,0,36,16, 182 
PI 1646 FOR N-0 TO 68 1 READ D t POKE 142*P+« 

, ft ; MEKT H 
DK 1645 ? "Hr + t + AMIHATlOM" 

OL 1660 DATA 104.162,0,172,74,6,109,6,141 

,145,203,200, 2 3 2,224, 17,208,245 
ZG 1655 DATA 162,0,172,74,6,189,17,141,14 

5.205,206,23 2, 224,17, 208,24 5,96,0 
UN 1660 DATA 104, 162 , 0, 172, 76,6,189,34, 1* 

1,145,207, 200,232,224, 17, 208, 245 
OP 1665 DATA 16 2,0,172,76.6,109,31,141,14 

5,29, 200,23 2,224,17,280, 2 45,96 
VA 1690 FOR K = 0 TO p-J:READ D 3 POKE 143*P* 

N,D ; HE K T 0 

KZ 1700 DATA 104,169,162,141,3,218,162,18 
,172, 74,6,177, 283,72,177,265,136,145, 2 
05, 104, 14 5, 203,200,266,202,2 80. 240 
W 1705 DATA 206, 7 4,6, 206,75,6,32,84,6,32 
,105,6, 173, 142,6,240, 1,96,32,144,6, 238 
, 80,6,17 3,60, 6 ,201,8,206,264 
ZO 1716 DATA 162,10,172,75,6, 177,203,72,1 
/?, 2 05, 700 , 14 5, 2 05, 18* , 145,203,136,136 
, 202 , 206, 24 0 



HH 1715 DATA 2 36, 74 , 6 , 236 , 75 , 6 , 32 , 04 , 6 ,32 

,106,6,173,142,6,240,1 ,96,32, 156,6,2 06 

,66,6,173,08,6,206, 206 
RU 1720 DATA 266,61,6, 173,81,6,141,82,6,2 

06,143,141,3,218,96,0, 8, O 
QY 1725 DATA 104,169,162,141,3,218,162,18 

,172, 76,6, 177,267,72,177,29,135, 1*5, 23 

,104, 145,207,268,200,262,206,240 
py 1730 DATA 206,76,6,266,77,6, 12, li*,6, 3 

2 , 105, 6 , 173, 142 ,6, 240 , 1 , 96, 32 , 144, 6, 23 

6,80,6,173,80,0, 201,6,200,204 
S« 1735 DATA 162,10,172,77,6,177,207,72,1 

77,2 9,260, 145,23,104,145, 207,136,136, 2 

02,288,248 

5H 1746 DATA 236,76,6,238,77,6,32,119,6,3 
2 , 185 , 6 , 173, 142 , 6 , 246,1 ,96,32,156,6,20 
6, 60 , 6, 173, 88, 6, 268 , 206 

Al 1745 DATA 206,81,6,173,01,6,141,82,6,2 
06 , 1*3, 141 , 3, 218, 96 

Z3 1750 FOR N=I TO M35 X READ 0 5 POKE- 1023+ 0 
0 i MEW T H 

HR 1755 DATA 104,173,11,212,229,20,18,141 
,18,212,141,23,200, 74,74, 74,141,24,206 
, 101,20,141,26,268, 173,31,206 

KC 1760 DATA 261,7,144,3,76,1,4,96 

BO 1790 RETURN 

EC 2008 RESTORE 20O3;OEAD 0 , I , Z , H , J , M, P , K 

26, MIS , M77 , M 1 , M2 , M3 , M4 , N5 , H7 , M8 , N9 , MO 
PO 2O05 DATA 8,1,2,5,0,10,256,26,35,77,16 

14 , 1645, 1595, 4016, 53764 , 930, 261, 116, 60 
OD 201O GRAPHICS OJPOKE 710,0:POKE 752, It 

HEH-PEEK (1863 I CKD^NEM-J: CM^CM6*P : PH6 = C 

H8- J ! PM-PHB*P : SOUMD 6,0,0,0 
PL 2011 ? " fc fil Hlnlwlig' 1 : SOUMD 8, 

192,H,M:50UND Z j M77-Z,H4Z,K-I!POKE H5 + 

Z * Z , H 

MD 2615 DIM 80* CH3 , CH8 CH3 S-Z1 i CH$="hhBl^ 

£CH*5 , 57344, CH,Z + Z5 
KM 2028 DIM DCS C102) , LEYS <H*J> ,GA0L9 CrO , U 
ERT«,M-I» ,GAIKCI,M-I» ,NAMlS4M-IJ ,MAM2 

5(H-U ,MAHE6CK*H> ,MA«CI> ,STCI1 , SC Cl> 

OS 203O 0C*=" #*** □ **** Q **** * 

**«■ □ a □ +*■«-*■ B □ 3*+** 
aa o++#* u 4***0 cd o****si d****u Q" 

QU 2840 i_£V£='*61 1 83 :0662i 85: 0983:07:1204: 
09 i 1565 : 11 i IB" s GAOL$ = ,, 04671O13l6" 16M$ = 
**0alIl41?2O ,, 

YC 2650 DIM STAT til , 08 J CH> , LE V £I> ,0L$CM5 , 
5N$CH*HJ :0L6=» -JSH*^*^ r C 

v r u \ a- 

OD 2060 REM f^Wi 

CF 2070 FOP M=0 TO 169 : READ D ; POKE PM+H,0 
: MEKT H 

JF 2875 DATA 7 2 , 138 , 72 , 1 73 , 34 , 6 , 240 , 22 , 20 

1,1, f 40,39, 201,6, 240 , 82 
TR 2080 DATA 174 , 35 , 6 , 189 , 37 , 6 , 141 , 22, 208 

,238, 35,6,268,65 
TO 2685 DATA 169,6, 162,4,157,7,208,262,20 

6,258,232, 142,27,200,169,148, 141,25,20 

0 g 208, 44 

fj 2690 DATA 169,0,162,250,141, 10. 212,141 
,26,208, 142,28,288,142, 21, 208,169,76,1 
41,18,208, 169,166,141, 19,208 
(_Y 2035 DATA 173,53,6,141,8,208,141,2,208 
, 173,60,6, 141,1.280,141,3,208,24,144,6 
5 

IS 2186 DATA 169,232,162,4,141,10,212, 142 
,22,200, 141,26,208,169,48,141,8,208,16 
9,184,141,1,200,173,58,6, 141,2, 208 
5R 2105 DATA 169,0,141,27,208,141,35,6,16 
9,3,141,8,266, 141,9,2 80,169, 1,141,10,2 
06 

JU 2118 DATA 169,64,141,10,200.169,160,14 

1, 19,208, 16 9,114,141,26,208 
MB 2115 DATA 2 38,34,6.104,170,164,64 
UF 2136 POKE P*Z, O ! POKE P*Z+1,PM0 
OR Z135 ? "t*+4DLl // UDI" 
OR 2148 REH BED 

CY 2156 FOR K-P TO 405iREAt> D:PO«E PM4H,6 
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:hekt ■ 

HJ 2\<!i2. OfllA 2ib , Z4 , 1 69 , 62 , 141 , 0 , 286 , i f> "? , 
11B, 141 ,f p ?n«,1f>i,JS4, 1*1,1, 208 ,171,45 
,6, 141,3,200,165,269,141,21,208 

Ct 2154 DA * A 169 , 8 , 141 , 11 286 r 1 4 I , .14 , H , 1 h 
7 , 1,141, €,286, 141 * 7 j 200 , 144 , 10, 2fl8 , 16? 
, 4, 141 j 2? i 208 

£1 2156 RATA 173, 61, 6, 24, 165, 16,141,61,6, 
206, 73, 6, 173, 7 J, 6 ,206 ,35, 173.62,6, 261, 
116, 206, 3 , 32 ,64,6,173 ,62 ^ 6 , 261 , 70 

UZ 2196 DATA 20B, J, 32, 64, 6, 173, 62, 6, 74, 16 
9,63,6, 141,62,6,169,3,141, 73,6 

JE 2166 DATA 173, S7, 6, 248, ±7, 165, 2*, 141 , 5 
6,6, 171,61,6,141, 21,268, 173,62,6.141,2 
9,200 

HZ £162 DATA 162 , 8 , 1 7 3 , 02 , 6 , 200 , 7 , 1 73 , 83 , 
6, 2 66, IS, 240* , 22 , 167 , 6 , 1 41 , 6 , 2 IS , 167 , 15 
, 141 p 63,6 p 142,82,6,173,63,6,56,23 3,5 

AP 2164 DATA 141,03,6,141,7,210 

FI 2166 DATA 173,148,6,248,51,286,167,6,2 
88, 46, 17 3 , 74 , 6 , 24 , IBS, 4 , 166, 174, £70, 6, 
107, 101,6, 145,205, 230,470,6,288 

DO 2168 DATA 266,168,6,288,237,167,3,141, 
166, 6 , 167,4, 141,16 9,6,2 24,11,266,8,167 
, 8, 141, 178, 6, 206, 148, 6 

RM 2178 DATA 17 3,36,6,141,176,2,76,76,226 

SY 2178 ? + - PAGE 6 ROU T J MF =, -'►;l>a 

K E N5,H35+Z+I 

IL 2188 FOR M-X536 TO 1766: READ O : POKE I, 
D ; HEHT M 

JO 2170 DATA 16, 63, 64,156, 4,4, 134, 134,6,7 

, 1X4, 6, 7, 134 ,6, 7, 134, 6, 7, 1X4, 6, 7, 134 , 1 

6,6,16,6,32, 7,65,8,6,0,0,0 
JN 2288 DATA 8,186,168,216,40,152,0,0,0,0 

,122, 164, 162,8, 168,8, 163,7,32,72,228,7 

6 

£6 2205 DATA 8 , O , 6 , 8 , 1 8 , 1 84 , 1 , 173 , 63 , 6 , 73 

, 254 p 141, 63, 6, 75, 3 , 173, 287 , 17 I , 78 
IZ 2218 DATA 18,8.0,1,8,0,173,74,6,74,144 

, 14 ,254, 32, 240, 6, 173, 55, 6, 24, 107, 77, 6, 

141, 57, 6, 75 
1M 2215 DATA 174,76,6,168,255,136,200,253 

,282, 208,248,76. 0,0 
TG 2228 OAT A 173, 76, 6, 74 , 14 4, 14,234, 32,24 

8, 6, 173 , 60, 6 , 24 , 1 07 , 77 , 6 , 141 , 60 , 6 , 76 
TV 2225 DATA 8,8,8,8,173,78,6,24,105,10,1 

41,70,6,76,0,0, 173, 70,6, 56,233, 10, 141, 

78,6, 76,6,8 
AH 2230 DATA 3,3,0,0,175,0,127,66,0,6,195 

,8,8,66,127, 126,217,126, 126,255,175, It 

6, 217, 126 , 78, 219, 126 
GP 2235 DATA 164 , 1 04 r 104 , 1 33 , 31 , 32 , 6 , 143 , 

166, 31 , 240, 3,32, 219,6 , 206, 14 2, 6 , 206,24 

1,96 

LG 2240 DATA 104,162,5,173, 10,210,41,243, 
24,165,7,157,35,6,165,26,205, 3,202,200 
, 230, 96 

PD 2245 OAT A 8,188,173,237,6,56,237,06,6, 

141, 2,216,76 
FP 2280 POKE 1504 , PMB + I ! POKE 54279, PMBiPO 

KE 204, PMB+Z+Z I POKE 2 06 , PMB+K+I : POKE 2 

O0.PH0+XjPOKE 30,PHB+M+Z 
FH 2270 FOR M-I TO It: READ D.DTZPOKE D , OT ! 

WENT H 

OT 2388 DATA 559,8,560,8,561,6,82,0,707,1 

00,711.0,203,0,205,6,207,0,27. 0 
RP 2400 * "4"; RETURN 

NU 30O0 FOR H-H+ H TO 0 5TEP ~Y/T T Q, 

K, J, H! SOUND I, K, H+Z, H: SOUND Z,J,0.N:PO 

KE PH+KZ6+KZ6,N*JtNEMT N 
MP 306S D-68 :DT-65:G0SUB H*J : PL R= f 5C t I 3 > 5 

CCD)) : POKE 1581,0: GOSUB 365 
JC 3000 SOUHO 0.172, K, J; SOUND I,62,H,X: SO 

UHD Z,152,U*3p J!SOUNp ?+I,H77-Z, H, H X P 0 

KE 53768, K+I 
HO 3887 POKE N3~I , I : FOR N-N77-Z TO N35*Z 

STEP -Z/H r POKE H5+Z,NlHEKT N 
BE 3010 ? "H + *4 UMJiTI > t ► » start 

to rfplayitn THE VICTOR i^^m 



HH J01S position Z+I,H+I:? " IN ■■ ; TR J 41 TU 

RNS+* + ?vm W 46 :■ 1 ■ II ";CKH$ t J + J+DIFFJ 

: POSITION H+HpM+Z!? SCIPLRJ 
KA 3026 POSITION N26,M+Zr? NAMES <M*PLR+I , 

H*f>Lff + N) !POKf PM+lfJ1 „M + H:FflR N-O TO Z + 

I : POKE 53252+N,0:NEKT H 
LF 3040 POKE H3~Z, I ; A"U5R tp«Z*Z) 
HF 3500 GOSUB 760:G0SUB 6158 2 POKE PH+N26* 

N20, J+JiFO* PLR = D TO I 
MM 3516 POKE 1 676 , 32*L EV CPl PI ; VERT-— I : SOU 

ND 0,K*H,Z+2,KjIF LEV <PLRJ THEN GOSUB 

N35 + H 

WIJ 3515 NEKT PL R £ F OR N-0 TO Z : POKE 704+H, 

0 ; NEKT N ; POKE PM+lOl , Z+Z : POKE 1572,106 
RE 3520 POKE PM* N26 * N2 6 , 0 : S OUHD a,192,H,K 

: SOUND Z, H 3 5 + Z ■ H + Z , it -1 5 POKE 5376B , X ? PO 

KE N3,X»J+J;P0KE N3 +1 , H*K*Z : 60 T 0 1068 
OT 4088 FOR H = H + K TO 6 STEP -I/Z ! SOUND 0, 

T , H+Z , N i NEKT N ' RETURN 
KS 4010 FOR M-I TO M : NEKT N : RETURN 
PJ 4028 FOR H=I TO H*M : NEXT H I RETURN 
KM 0000 POKE 1568, Z : POKE 1562 , Z POKE 710, 

O ! POKE 712, OS FOR N=0 TO Z+I :POKE 53252 

+N, 0 ! NEKT N 
PV 8085 POKE PM+112, 0 : POKE PM+ 117 , 0 : POKE 

PM+144,Z+I:P0KE H3-Z,I:P0KE N3-I , 0 ! POK 

E 207,0 

LT 8688 7 *«k* A/WWAAAAAA/ 

S VOU TO PLAY"! 7 »*H>+THC STRATEGY GAM 

E» 

KC 0026 ? :? UlJI I Uill ll liUUm O I 

L E H n A"J? W sSf5i5SS55S" 
6C 0023 POSITION 0,H + l!? >^M iftf lPO 

KE 557,62iIF PEEK f S3 2 791 -K+I THEN 6130 
5Y 8625 HAHE$ «I> =0L$ : NAME % CN + I > - BL $ : IE DI 

E THEN 6878 
CY 0638 POKE Nl. J*J :POKE 1 7 75 , N26 j GOSUB W 

4+Nl? « >>t FEATURING" 
AG 8648 PLR-0 J0-O ; DT=l7 i GOSUB K»J : POKE N3 

,218: POKE N1+I,P-I!P0KE 1617,H:P0K€ N2 

, H*H : POKE 143*P + 55, 17 : ArUSR tl4 3*P) 
UM 8042 D=6O:OT-05;C0SUB K*J I VERT-D : POKE 

1676, K + Z' GOSUB N35+H S PLR= I s POKE 111*1,1 

! POKE 1775,N35it "►►►+bill"; 
EL 8050 D = 34 : DT = 51 i GOSUB K**J ! POKE M3 + X, N3 

5-K2POKE Ml , J*J ;POKE 1617, H; PUKE N2,M* 

K ; POKE 143»P + 101, 17 I A = USR C14 3*Ptl26) 
JM 6052 D=68 ! DT-05 % GOSUO K*J : POKE 167B,H+ 

ZiGOSUB N35+H 
66 8055 t ** HUE bvn" 

OE 0070 AUTO = 0 I POSITION N26 + X , H>I : ? * 1 HH 0 

HILL GUIDE BILL? * > [TYPE MIS NAME FOR 

SOLO VERSION] ";POKE N3~I, N26+Z 
ZE SOB8 POSITION N26 , N25/Z : INPUT NAMlS : IF 

HAM1S="» TNEN 0000 
FV 6090 HantS tH- CLEHCNAHlS) /'Z) , H) - NAHlS % I 

F NaniS^'BILL" THEM AUTO=0UTO+I 
HH 6186 POSITION 27,Htl:? " fgi:i«!i: i l ffiH^ 

IIIIJAJ^B ":P0KP M3-I,177 
UM 8105 POSITION N26, N76/Z : ? BL $ 
OL 8110 POSITION N26 . H26/Z i INPUT HflMV S- ; IF 

NAM2$="" THEN 6118 
ME 8120 NAME 5 CH + H- CLE H £N AM2 &) /I) , M + H5 ^N AM 

2StIF NAH2$- i '0EH" THEN AUTO = AUTO+Z 
MO 8130 POKE M3-I,0:P0KE 710,H ! POSITION H 

26-Jt,J«-N:? " TARGET NO. El-OJ** 
HO 0140 CLOSE BltDPEN «I , Z + Z , 0 , "K ; *• ; GET tt 

1 , DIFF f IF 0IFF<47 OR DIFF>56 THEN 8148 
OK 0150 OIFF=DIFF-40 

TI 0160 SOUND O, 172, K.X-I! SOUND Z,N77"I, K 

+Z,H-ZiPOKE 53760, Z+Z 
AK 0788 RETURN 
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ver wanted lo play 
your favourite arcade 
game in the car (or a 
bus, or a train, or a plane)? Or 
under the bedclothes? Or in the 
toilet? Fed up with the limitations of 
Game and Watches? The Mari s new Lynx 
is just the machine for you! 
It Is a portable, battery -driven games console 
with its own built in colour screen! It really is a 
most amazing little device and was without a doubt the 
star of the recent Atari '90s Show at Hammersmith. There 
were eight machines for public use with continuous queues 
and they were selling like hotcakes at many stalls. That is also 
where I saw the video of the schoolkids playing it In the toilets 
- it Is apparently not deemed suitable for British television, but 
you will probably see the ad at your local cinema this summer! 
The Lynx is only 10.5 inches by 4.5 inches and L6 inches 
thick. The 3.5 inch display has 160 x 102 pixels, can display 
16 colours from a pallette of 4096 and is backlit to give a good 
Image in most conditions (direct bright sunlight is the worst - 
under the bedclothes Is great!). The LCD layer is actually three 
times that resolution, but the front layer of triads of red. green 
and blue Alter strips uses three black and white dots to 
produce one coloured dot. The result is superb and you will be 
amazed at the amount of detail in some of the graphics. 
The main processor (affectionately known as MtKEY) is a 
standard 65C02 processor running at 4MHz.whieh controls 
most of the I/O, but the real star of the show is a custom built 
chip called SUZY. 

SUZY is a 16MHz, 1 6-bit chip with its own maths coprocessor 
(for doing sums dozens of limes faster than normal chips! - not 
usually found in home computers) whose sole job is to manage 
the sprites. Virtually everything you will see on a Lynx screen 
will be a sprite. They can be any size or shape and can move 
independently in any way, SUZY is half sprite-engine and hall 
blltter; and as well as handling the shape and position of a 
sprite she can automatically scale it. tilt it (holding one edge 
steady), stretch it (holding one comer steady) or flip It So 
whereas a programmer on a conventional machine who wished 
to display a car moving towards you would need to define 
numerous sprites of different sizes, on the Lynx he would 
define Just one (the largest, with the most detail) and let SUZY 
do the rest! 

The Lynx also features 4-channel stereo sound which is better 
than the standard ST - it only has a single speaker though, so 
you will have to plug in your "Walkman" headphones to hear it 
all - but at least then you won"t disturb your neighbours! 
The game playing controls are: a "joy pad " to give 8 way 
directional control like a Joystick - mainly activated by your left 
thumb, two buttons for firing or whatever (i.e. twice the versa- 



THE 




tility of a joystick}, and three option buttons used for control! 
ing startup, special functions within the game, and facilities 
like pausing or flipping' - a standard function which can be 
invoked by a single macro in the program which turns the 
whole screen through 180 degrees so that left-handers can 
turn the Lynx round and play with ease - there are even two 
extra firing buttons provided for just that! There are also 
volume and brightness controls - the LCD quality varies de- 
pending on the angle and the lighting, but adjusting the dial 
will normally get you a good picture. 

AND (as If that wasn't enough!) the Lynx comes equipped with 
u Cmulyn.s port and cable ko that you ran link multiple 
machines together for simultaneous play, This can be used to 
make games like California Games (which comes free with the 
Lynx) a two -player game or Gauntlet 111 into a FOUR player 
game - without the usual limitation of needing all the players 
on the screen at once - each player sees the game from their 
own character s viewpoint! 

Atari plan to have a game out by the end of the year which 
allows Klli I IT players to Join irtT 



WHAT TO PLAY 



So. what about the games? So far we have: 

California Games ... 

- Half IMpe Skateboarding (use kick turns, aerial turns and 
hand plants to do stunts for points), Foot Bag (laid back 
juggling - score points for keeping the bag In the air while 
turning and Jumping). BMX (complete the ridiculously bumpy 
course by careful steering and lots of jumping in your fastest 
time - and score extra for doing quadruple somersaults oil 
elilfs along the way!!, and Surfing (stay on your board and do 
fancy turns to score high!). 

The Gates of Zendocon 

- Over 50 levels of horizontally scrolling blast-em- up; four 
power-up weapons: an incredible variety of alien monsters lo 
destroy or avoid; passwords allow you to restart at any level, 
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The play area is twice as high as the 
screen so you can fly a long way up 
and down as well. Try TRYX for 
entry to a special level - when it 
starts just hold down joypad right 
and down simultaneously so that 
you crash straight through the floor 

- enter the next gate for a full power- 
up and amazing graphics? 

Blue Lightning ... 

- arcade quality aircraft shoot em 
up (a la Afterburner) with ten diffe- 
rent missions (e.g. destroy enemy 
radar, deliver documents to a hidden 
airstrip) - I haven't played this one 
yet. 

Electrocop ... 

- basically a horizontally scrolling 
shoot -em up. but with a lot of extras 
■ you can move backwards and for- 
wards around the rooms as well as 
sideways, both within the rooms and 
into rooms and corridors in front of 
and behind you - so really It scrolls 
in four directions. As well as defeat- 
ing the usual opponents levil robot 
guardians) with various weapons, 
you need to use computer consoles 
to crack the door codes; while you 
are waiting you ran either continue 
exploring or you can play arcade 
games on the computer console - 
yes H really - it has simple versions of 
Breakout, Asteroids and a sliding 
block puzzle built In! A bit baffling io 
si art with, but very en joyable once 
you get used to it. 

Chips Challenge ... 

- a bird's eye view of 144 2-D mazes; 
full of puzzles to solve involving 
keys, buttons, shields, bombs, 
traps, tanks, thieves, teleports, clone 

maehines. toggle blocks, one way walls, secret doors, etc., and 
of course monsters to avoid! Great fun and excellent value If 
you want a rest from the endless blasting! 




it has superb macro libraries to help 
define sprites and drive SUZY as 
well as a hardware simulator of the 
Lynx so that you can test your 
games without having to download 
them. Games are normally played on 
a logical Display World of 4 billion 
pixels (0-64K in each dlrectlonl - you 
just see your current surroundings 
in the screen which acts as a Dis- 
play Window Into this vast universe. 
With smooth hardware scrolling and 
SUZY doing her bit with the sprites 
program generation is easier than 
ever - so look forward to seeing some 
super new games! 
The cartridges are less than Gem 
xfiern and less than 3mm thick! 
They currently hold 128K. bin they 
are experimenting with 512K and 
1MB ones - cost will determine if 
and when they appear! 
Power is provided by 6 AA batteries. 
Unfortunately the Lynx is a bit 
greedy on power so they will only 
last you a few hours - better buy 
some rechargeable* iasl! Vol] get a 
mains adapter with the Lynx, and it 
can also run off the cigarette lighter 
in your car. Atari plan to release a 
suitable adaptor, but If you can't 
wait then there are plenty around 
already - I use an Archer High Cur- 
re n i DC Power Ada pier (400 mil- 
Jiampsl which has a suitable power 
p]ug ■ mafce sure you set h io 9 Volss 
and set the lip io positive. 
The screen is rather \ulnerable - 
because of the backlighting scratch- 
es show up badly, so do look after It 
- I keep mine in its original plastic 
bag to protect it. If the ballcrtes get 
stuck just slightly loosen the nearest 
screw on the back of the case. 
This is undoubtedly a superb games 
machine - Atari have a good lead on 
the rest of the pack as far as port- 
ables go. The Gamehoy is nowhere 
near as good, and the rest are only rumours so far. Hie 
competition will be hard pushed to beat the power of SUZY or 
the versatility of the Comlyrtx. 



Gauntlet m ... 

• for one to four players is Just out (this is being written In 
early June!) and by the time you read this Klax and Rampage 
should be on the shelves, Atari plan to have at least another 
35 cartridges out by Christmas! APB, Toobin'. Hard Driving 
and Paper Boy are already on the schedule for the near future. 

The first development machines have just reached this side of 
the Atlantic so we should be getting some British games soon 
as well. The full development system Is extremely powerful as 



PRICES: Standard retail price is around £130, but most 
people were selling it at £150 at the show. Cartridges range 
from £25 to £35, again they were around £20 at the show, so 
shop around. 

VERDICT: /[ would have been nice if it hud come in at 
the originally rumoured price of £100, but it is still excellent 
value for money and all the games 1 have seen so far are very 
high quality. Rush out and buy one now! • 
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XL/XE APPLICATIONS 



THE VIDEO CONNECTION 

Robert Crewe and Andrew Homer show how 
you can use your computer for video titling 



Are you one of the many computer users who also own a 
video recorder and camera? If so, you may already 
have experienced problems producing effective titles 
and credits. Budding film directors need look no further than 
this simple to use Video Tiller program and the advice in this 
article! 

Even without a camera the same techniques can be used to 
produce imaginative sequences (e.g. pop videosl by recording 
the computer s visual display directly onto video tape and 
adding a soundtrack. 

USING THE PROGRAM 

The Video Titler program allows up to twelve screen pages of 
text to be entered and saved to disk If required. Titles for the 
start of a program and credits for the end can be entered 
separately and saved under different filenames. Each screen 
page consists of up to three lines of large size GR. 2 text with a 
maximum of 19 characters per line. Tills amount of text will be 
found to be easily readable from an average viewing distance. 
When the program Is RUN you can either load in a previously 
saved sequence or create a new set of titles. If you are typing in 
a new sequence a screen Is displayed which represents the 
video title area with Line no. and Page no. at the top. Lines of 
text are typed in at the bottom of the screen and then shown In 
their proper position by pressing RETURN, Titles can be posi- 
tioned anywhere on the line by inserting spaces whilst typing 
in the text. Grid lines allow accurate positioning if. for exam- 
ple, you want your titles centred. A blank line is made by just 
pressing RETURN. When all three lines have been typed In you 
are asked If the page is OK. Entering a "Y" will move you to the 
the option of moving to the next page (RETURN) or finishing 
the title sequence (enter ' F }. A N will erase the page for you 
to do again. 

To view the titles you must first select a colour by typing in 
the appropriate number O- 15. Although white titles (O) usually 
produce the best results, colours such as red can be used to 
create the mood of the video. Multi-coloured titles can also be 
produced by mixing normal and inverse, upper and lower case 
characters. 

Having selected the colour, if you wish background music to 
accompany your titles you are invited to insert a music casset- 
te into your program recorder and press PLAY. A countdown Is 
given before the title sequence starts. This enables you to 
accurately time the starting of your video recorder by releasing 
its pause key. 

The title sequence starts with a blank screen then the pages 
are displayed by fading the text in and out. The sequence ends 
with a blank screen for approximately ten seconds. Whilst the 
screen is blank the video recorder can be stopped. If required, 
the music can be turned oil first at an appropriate moment by 
pressing the OPTION key. When the display has finished you 
are asked If you want a re-run which will send you back to the 
colour select screen where you may chose to view your titles in 
a different colour. Holding down the option key while the titles 
are running will also give you a re-run option. When you are 



satisfied with your titles entering a "N" to the re-run option will 
give you the opportunity of saving your titles to a previously 
formatted disk using the form [>n: filename, ext. 

CONNECTING THE EQUIPMENT 

In order to record the titles onto video tape the computer must 
be coupled directly to the video recorder. XL/XE machines, In 
common with many other systems, have both modulated UHF 
and composite video output sockets. For optimum recording 
quality It is strongly recommended that the composite video 
and audio outputs are used. All video recorders have suitable 
composite video and audio Inputs and It Is only necessary to 
make the connections using appropriate leads and, if neces- 
sary, switch from tuner to extension (or camera) input. 
However, if the UHF socket is to be used, it should be 
connected to the aerial input socket on the video recorder 
using the RF lead supplied with your computer, A spare 
channel on the video recorder will need to be tuned to the 
computers output signal. Hi is connection will result in re- 
duced picture quality and may cause picture disturbances 
whilst the signal is being recorded, however the recording 
should be steady when played back Again, the composite 
video connections will give greatly Improved picture quality 
and it is well worth the trouble of obtaining the appropriate 
leadst 

Whichever connection is used, a television receiver (or moni- 
tor) must be connected and tuned to the output from the video 
recorder in the normal way. If connected properly, the compu- 
ter's visual display should appear on the television screen. 
With the title program running the sound from die program 
recorder |if used) should also be heard. Alternatively, you 
could connect a standard cassette recorder to the audio input 
socket of the video recorder (providing you are using the 
composite video connection). In practice, it was found thai 
unless the audio output of the computer was matched to the 
audio Input of the video recorder, best audio quality was 
obtained using a standard tape deck 

RECORDING THE TITLES 

Computer generated titles should not be recorded onto the 
front of existing programmes as severe disturbances can occur 
when the picture changes from titles to programme content. In 
order to avoid such problems the following sequence should be 
employed. 

1 . Record the opening titles (Computer) 

2. Record the programme content [Video camera, second 
recorder or computer) 

3. Record the closing credits (Computer) 

If a video recorder with insert editing facilities is available, 
computer generated titles can be inserted at any point in an 
existing programme. continued on page IS 



16 



Issue 45 - New Alori User 



THE VIDEO CONNECTION 



MO 
KU 
RLJ 
ON 
OF 
UM 
wu 

Nil 



1 REH NNWKW M WH MMW WMK W W H H H MMMM H H H MMM M 

2 REM h VIDEO TITLE R * 

4 Iff M H by M 

5 REM *■ B.Crpwp a rut A.Hoiwr " 

6 HEM — — — — 

7 REM « HEM AT A. HI USER - AUG 1998 * 
If RE M HWM MMH HMM MX HHl t i tHJ IHH M I f H HHlIlflC I C H H 

9 REH 

HT 98 DIM MAINS (7483 , IPS (201 , TOPS 4ZB) , HID 
£ 1 201 , 60TS (£8) H AhS (1 i g FHS CIS) ( PACES COB 
1,05 <74SJ> , 05 C2583 ,Ct (2461 

ID LAO MAIMS-** " : MAINS t 740) - MA IMS 1 MA IMS CZ 
T MfiTN $ 

HO 118 SETCOLOR 2,8,8! SETCDL OR 4,8 r 0;PDKF 

792,1!? C HAS (125) 
UN 170 POSITIOH 3,5:? "DO YOU MISH TO USE 
A PREVIOUS TITLE ( Y/NT *' J S INPUT AH$ : IF 

AHS<>**V AMD AN*<>"N" THEM GOTO 128 
TR 138 IF A H 5 = 1 1 Y " THEH GOTO 9Z0 
LJ 148 REM TITLE IHPUT LOOP 
FT 158 FOR PAGE-60 TO 728 STEP 60 
PD 160 ANS"*" 1 j ? CHR$(1253 i POSITION 2,1:? 

"PAGE HO,"; PAGE/&0:GOSUP 7S8 
A3 170 PAGES-" PAGES (BB3=PAGES: PAGES (23 

=PAGES 

MZ 1&6 FOR LIHE=20 TO 68 STEP ZBiPOSTTIDH 

2,2:? "L I HE HO LIHE/Z8 ! T=T"tl 
JK 190 IF L I HE — Z 8 THEH ¥-5 
HH 208 IF LIME-40 THEN V-f> 
CJ ZIO IF LIHE-60 THEH Y = 13 
TE 220 IP$ = " "!IPS€Z83=IPS;IpS€21-IPS 
VE 238 POSITION 13,1*1? IPS 

ZK 2*0 POSITION 1,19!? "YOUR CAPTION 1 ^ :P0 
KE 752 f 8 : INPUT IP S i POKE 7SZ,1:IF LEH (I 
PSl>19 THEN GOTO Z28 

FR 250 PAGES (LIHE3 "TPS 

PH 26* PAGES £603 - " 1 " 

VP 278 POSITION 14 ( Vi? IPS 

DC 2PO IF LIHE-5B THEN POSITION 2 , 20 : ? '*S 
M"4\ I'fcM tWt Mm. MA . I "; :IHPUT AH? : IF ANSO" 
¥" AHD AN SO "H"' THEH T — T-3 1 GOTO 168 
Z* 2*0 IF ANS-"H" THEH T=T-3:GDT0 16* 
KB 300 MAIHS CPAGE-403 -PAGES (ZB, 793 ;PAGES- 

B A 318 IF LZNE-00 THEH POSITION 2, 21 ! ? "0 

IMPUT AHSilF AHS="F" THEH GOTO 338 
DJ 328 HEKT LINE I KENT PAGE 
BA 330 ¥ CHRS<125> 

EV 348 IF ANS-'T " THEH MAIN* (P AGE+ 2B3 
ZT 358 MAINS (74Q> = " " 
OH 368 REM SET UP FOR RECORDING 
c.l 378 » HHPS c l 7SJ ; POSITION 2,5:? " l^MM 
ftPIl'lMMtiWil Jli-lIMfrgHI"; : input c;if 

G)15 THFH GOTO 370 

IE 388 position z, io: ? "IF n f ou r Rt d , i h 

T MUSIC CASSETTE" 
PH 398 POSITION 2, Hi? "INTO RECORDER AND 

PRESS PLAY BUTTON- 
IP 488 POSITION 2,28!? "PRESS EH3HJ TO RU 

N" ; PN-pEEK J53Z79T i IF RN = 0 THEN GOTO 42 

0 

LS 418 IF RHO* THEH GOTO 4*« 
OU 428 GRAPHICS 1BI5ETCOLOR 4 , 8, * : S£ T COL 0 
R 0,0,14:F*ft T = 5 TO 1 STEP -l:FOR 0-0 

TO ZS 

HD 438 POSITION 18, St? »6 ; T : SOUHD 8,IZB,1 
8,8: MFK T DlS#HHD 6,8,8,0:? N6;CHfl$ (125 
t i FOR B=8 TO 290 1 HEKT B;NEKT T 

BD 448 FOR B = B TO 38 B : HEKT D : POKE 5*010,5 

2 

H/ 450 REM TITLER DISPLAY LOOP 
RZ 468 FOR COUHT=0 TO 33 STEP 3 
NN 470 TOPS^MAIHSEI IC0UHT + U*ZO3 , ( CCOUHT4 
13*10+193] 

KB 488 HID$=HAIHS(((COUNT+2>*?0) , ( (COUNT* 
ZJ #28*193 J 

OD 4S0 0OT$~HAINS(C(COUNT+31*2O3 , ( (COUNT + 

33*2*419*1 
ML S80 REH DISPLAY TITLES 
CH 51* GRAPHICS 18: SETCOLOR 4,8,8 
FU 526 JMP0UTTPEEKC53Z793 : IF JMPOUT-3 THE 

N PONE 54016, 68 i GOTO 6GB 
OY 530 IF £>7 THE H H"C -2 : Y=C -4 ! Z = C -6 
HH 548 IF C< = 7 THEH H = C + Z lY-C+4 :Z— C+6 



TL 550 FOR 0=0 TO ?KA:HEKT D ! FOR L=8 TO 1 

4 STEP 2 J SETCOLOR 8 , C , L r SETCOi.OP 1,H,L 

; SETCOLOR 2 , V, L ! SETCOLOR 3 , Z, L 
DE 568 POSITIOH 1,2;? H6 j T OPS : POST TION 1, 

Hi? B6 i MIDS £ POSITION l,Bi? N6 ; BOT $ 
KU 57B FOR D=B TO 28 ;HEHT D ; HEHT L : FOR 0= 

8 TO 508: HE H T D ! FOR U14 TO O STEP -2; 

SETCOLOR B,C,L 
UU SOB SETCOLOR i,K,Lt SETCOLOR 2,Y,L:SETC 

OLOR 3,Z,L 
HO 598 FOR D=B TO 20 ; HF KT fr:NEMT L 
TM GOO IF MAINS CCCCOUHT +43 *Z8» , (CCdllNt«43 

*283 1="=" THEN GOTO 638 
FN hl[) Ml HI (' 8 LI H T 

YH frZB REM RE-RUN AHD SAUE ROUT I HE 

(1U 638 SETCOLOR 8, 0,8: SETCOLOR l,8,*iSETC 

OLDR 2, 0,0! SETCOLOR 3 .8,0 
EB 648 POKE 764,255: FOP D~& TO 10D8tSTHU= 

PEEK (55279* i IF STMU=3 THEH POKE S401B, 

68 ! 0=788 
EI 0S0 HEKT D 

UK bb8 GRAPHICS O^^ETCOLOR Z, 9, B : ^FTC8L Ok 
4,B,BiP0KE 75Z,l;? CHRS C1253 : POKE 548 
18, 60 

UX 678 POSITION 5,5:? "DO YOU UAHT A RE-R 

UH (Y/Nl "J i INPUT AHS:IF AHSO"Y" AHD AH 

SO"N" THEH GOTO 6 70 
PH S00 IF ANS = "'V" THEN GOTO 336 
TU 690 POSITION 5 f SS? °D0 YOU MISH TO SAO 

F THIS TITLE CY/H)"; I IHPUT RH$ ; IF AHSO 

"Y' + AHD AHS<>"H" THEN GOTO 698 
HF 7 00 IF OHS--N" THEN GOTO 738 
RH 718 ? CHRS(1251 !POSITIOH 5,5:? "ENTER 

F ILENAME e.g. Dl : HOLIDAY . 00" : TRAP 988! I 

NPUT FNSiOPEH H1,8,0,FHS 
KK 728 PRINT Bl J MAIHS ( 1 , Z583 J ? 81; MAINS Ct 

51,5003 v? Hi; HA I HS (501,7483 1 CLOSE ill 
LS 730 GOTO 108 

RI 748 REM DR AH IHPUT SOKE EH 

NK 750 POSITION 5,3t? "i , ■ ■ i ■ i t n ■ 

TK 76* ? " | | 
,.. 

HH 778 ? " 



I LIKE 1 | 



I" 

TO 788 ? 11 | \ 
I" 

TO 798 ? " I | 
I" 

SZ 000 ? ** | I 
I" 

HT *1B ? " |LIHE 2 I 
I" 

TD 62 B ? " | | 
I" 

TF B38 ? " | I 
I" 

TH 040 ? " t I 
I" 

OS 858 ? « L LINE 3 { 
I" 

TL 0SO t " | I 
I" 

TN 078 ? " | 

I" 

RV 000 t H 1 

J ■■ 

W_ B98 ? " I" 
ZF 9*« RETURN 

KH 910 REM RECOVER SAVED TITLES 

DY 920 ? CHRS (1253 ! POSITIOH 5,5f? "ENTER 

FILENAME C . g » 01 ; HOLIDAY . ■7** STRAP 998 il 

NPUT FNS;OPEN B1,4,8,fnS 
AR 938 INPUT SI : flS : IHPUT «1;BS: INPUT Vt ; C 

0 I CLOSE HI 
HL 948 A$(LEN(A£3+1)=BS 
KG 9S0 AS (LEN (AS3 +11 =CS 
TL 960 MAINS "AS : GOTO 350 
BL 97B REM FPROB TRAPS 

IH 988 CLOSE Nil? CHRS ( 1 253 ! PO SITIOH 5 * IB 

I? "311333 TRY AGAIN": FOR D = B TO 258! HE 

HT B ; GOTO 718 
SO 998 CLOSE »I ! ? CHRS C125T : POSITION 5,18 

!? ^ 14:1:10:1 TRY A£ AIH H * r F OR 0 = 8 TO 2SOENE 

MT D : GOTO 9 28 



'till t i i i ll 
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CALLISTO COMPUTERS 

PO Box 233, Sheffield S6 4AZ 
Tel: (0742) 326533 
SOFTWARE AT DISCOUNT PRICES 
ATARI 800/XL/XE 



DISKS 



Q Graph 

CheBsmHstar 2O0Q 
Druid 

Financial COOhbOOh 
Jcjcky Wilson Dart* 
Las Vegas Ctisino 
Lords Qf Conquest 
Mountain Bike Racer 
One an One 

PlSBlTDn 

Sprod Ac* 
Z«m War 


£7.6S 
£7.ft5 
£5.35 
£5 95 
E4.5C3 
£4.50 
£7,95 
C4.SO 
£7.95 
£3.73 
E4-50 
E9.T5 


Ball blazer 
□raconua 

Fantastic SocnnT 

Kick Off 
K»nny Dal g ll ah 
Living DayTighls 

Mall Order Mo- ■ r » 

Nlnje nnrnrnandQ 
Phiifitam 
Sevan Card Slud 
Star War* 


EE .95 
E9 9S 
£4. SO 
£19. 95 
£1 1 .59 
£4.50 
£7,9* 
C4 59 
£4.59 
£2.50 
£ 1 0.95 
£4.50 


CASSETTES J 


Black Lamp 
Kenny □algllsh 
HEiwkquesl 
Pin »l ran 
Tiger Attack 


£7.75 
£7.75 
£9.50 
£7.75 
E7.7S 


Draconus 
Kick Off 
Heartache 
Slar W*rS 
Zero W*r 


£5.59 
£7-59 
£7.75 
E3-95 

£7.75 


BUDGET CASSETTES 


Slinky Scary School 
□ readnaugM 
Ghostbu*T«ra 
JH Blade II 
Nlnla Commando 
Plnball Slmul^lOf 
Las V*gaa Caalno 
Roulelle Sim u later 
Speed Ace 
Who D»r»* Wkrta II 


E2.95 
£2,35 
£2.95 
£2.95 
£2.35 
£2.95 
£2-95 
£2.95 
£2.95 
£2,95 


BOUlderdaah IV 
Fantastic Soccer 
Joe Blade 

Mountain Bike Racer 

Phantom 

Protector 

Mtrax Force 

Sidewinder 

Titan 

Zybex 


£2.95 

£1.95 
£2.35 
£2.95 
£2.9* 

£2.95 
£2.95 



ATARI 8-Bit and ST ACCESSORIES 
BLANK DISKS 5.25" £4.00 for 10 3.5" 6.50 for 10 

TUSK BQSES {LOCK ABLE): holds 1W disks. EB.95. Holds 10* 3.5" disks E9.50 
MOUSE MAT £150 ST TWIN JOYSTICK EXTENDER ES.5G 

MEGA BLASTER JOYSTICK £6,50 CHEETAH 125+ JOYSTICK E8.95 



FREE ATARI S-&IT CATALOGUE AVAILABLE ■ TELEPHONE OR WRITE FOR YOUR COPY 
UK and EIRE. POSTAGE i PACKAGING FREE on orders nwr El DO. Add Up for orders under E4.ID 
OVERSEAS: EEC tDunir.es atfd 7Bp per item. HoirfEC countries add El per item 
ACCESS & VISA credit card telephone orders accepled 



ELWare Software 

All Titles Shown arc For the Alari SI V\c also supply Hard 
and Software for the 8-Bit. ■ Please umd an A5 SA,h. for 
reviews and more information - Please spedfv ST i>r K-Bit. 



b, 



in 



Super Card £24.95 

" Ka Km-rtttnt p J rn^ra*tt'", "Xery ta ate". 7W, 
"JMBaanaUt", "sjKmlii h* in fiennnt'i ( ttttrctitnt' . 
"Great lahir". "W'V fT". - Ktari I n*r U+Ht 44 

"first Clax* " - -War/ ' ~ */W AlrwiW VFa*. 

Pla ySppIl f 14 95 App 7+ 

Maths f14^ Aff 5-8 

•fi^Jjr /Ae ffrrf of ffrr Buncy-ST format April fPM 

Also Aiaikhk 

n.speii Cmmmikm 8m r«v5 or £s.w *nh §JS t$ U 

PtaySpcii fain *T/h.i ^. titrtii jjid Inrnuh £**.*.< exit. 
Penguin NEW LOW PRK k H4.95, Riw i £14.95. 
HrH* JfnuHLV Jiimp -IjhI £4.95. 

KM'are Dtmu l>isi invludc-s ll.Spdl, P^sSjvfll. ft.li.iM/ II 1 Sup.-r ( ;ir J 

for unly £3.P0, Full refund »n rtturn of Dcrrw l>KC with first purchase. 
AJI pritei induiL: Vil .uui LhtiuiiiJliMbk to flJtjirs rtimgirr ^Mrmv 
Accr\^ Visa J nil \lltfficjn r>pr*ss AtLrplcd. 



B.Ware Software ^ 



r 



1^ 



c/o B.Bytes Computer Systems 

W SwtbficM Road. Hifliktt% l.ekt\ttr>.Hin' 
LEW II A . Trl i045S) (>W77 9-5 tfat-tar 




THE VIDEO CONNECTION 

continued 



MAKING VIDEOS 
WITHOUT A CAMERA 

AlthoiJ^ri the production (>l simple titles and credits has been 
described here, there is obviously plenty of scope for more 
ambitions graphics. Your Atari can be used as an impressive 
cllects generator for creating your own videos. If your video 
recorder has an audio dub button you could record computer 
generated graphics (e.g. using art and design programs or 
arcade type games} and then add the soundtrack afterwards. 
The audio dub button enables you to record audio Input 
without affecting the existing video recording. For this you will 
need to connect a standard cassette recorder to the video s 
audio input as described above. 

If your video does not have an audio dub button you can still 
record music and computer generated graphics in real lime. 
Try making animated sequences react In time to the music. 
Three programs which will do this lor you are Stephen Princes 
Disco program {Atari User Dec. 85). Craig Smith and Mark 
Harris's Graphic Equaliser simulation (Atari User Feb. 88), and 
not forgetting Allan Knopp s FJouneing Bert (Page 6 Issue 25). II 
you want to be really ambitious you could try producing 
computer generated sounds to accompany your own anima- 
tions- 
Experiment with these techniques and you could well be on 
the way to creating your own pop videos! • 
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An audio tape that shows you how 
you can make music with your Atari 

John S Davison's hour long tape takes you through all 
Ihe stages of music malting with your Alan Irom Music 
Studio on the 8-bit played back through a TV up lo 
Steinberg s Pro 12 played on a Yamaha YS-2D0 

Discover just what sort ol music you can make ■ wilhoul spending a 
fortune! The WORLD OF COMPUTER MUSIC MAKING has been designed 

Id inirnducH users lo computer muslt making at an affordable level. 
Unlike other music tapes which are composed with thousands of pounds 
worth of equipment The WORLD OF COMPUTER MUSIC MAKING shows 
you whal you can achieve with low cost software and a Midi synifi than 
anyone can aflord ■ Ihe results are quite impressive! 

Side A covers music making on the XL/XE 
Side B covers more advanced music on the ST 

WARNING: After hminq this tape you wtii wsnt is make music on m **** 

Price £3.95 inc. post & packing in UK 

Oversees please add El for postage 
Order from 

PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR 
Telephone 0785 213928 
Access or Visa orders welcome 



THE 1990 ATARI 5T 

PRODUCT GUIDE 



PERIPHERALS & ACCESSORIES 





FLOPPY DISK DRIVES 




MONITORS 



r 191 



JOYSTICKS 




SCANNERS 




PRINTERS 



DISK BOXES 




ROBOTICS 



A MUST FOR 

ALL ATARI 
ST OWNERS! 



SOFTWARE & DOOKS 



FREE! 



PLUS MUCH MORE! 

SEND FOR YOUR FREE PRODUCT GUIDE' 



If you own an Atari ST, then you will not want to miss 
the FREE Atari ST Product Guide from Silica Shop. This 
48 page, full colour guide is packed with details of 
peripherals, accessories, books and software for the 
Atari ST range of computers. In fact, the 1990 Atari ST 
Product Guide is the most comprehensive product 
handbook available for Atari ST owners. Not only does 
the Product Guide provide an invaluable source of in- 
formation to Atari ST computer users, it is available ab- 
solutely FREE OF CHARGE? Just complete and return 
the coupon below for your FREE COPY! In addition 
to ALL Atari hardware, the range of products featured 
in the catalogue includes: 



PERIPHERALS: 



Robotics 

Hard Disk Drives 

MIDI/MusiC 

Monitors 

Printers 

Sound Digitisers 



Clocks 
Emulators 
Modems 
Mouse controllers 
Scanners 
Sound Samplers 



Floppy Disk Drives 
Graphic Tablets 
Modulators 
Plotters 

Scientific Equip 
Video Enhancers 



ACCESSORIES: 



Disks 
joysticks 
Power Supplies 
Printer Ribbons 



Cables Cleaning Kits 

Disk Boxes Dust Covers 

Monitor Access Mouse 

Printer Labels Printer Paper 

Stands Upgrades 

BOOKS: 

ST Dedicated 68000 Processor General Computing 

SOFTWARE - ENTERTAINMENT: 

Arcade Games Compilations Advanced Sims 
Sport Sims Adventures Board &. Strategy 

SOFTWARE - PRODUCTIVITY: 

Art & Graphics Accounts CAD 

Communications Databases Desktop Publishing 

EducationOilds Music Programming 

Spreadsheets Utilities Word Processors 




& STILL MORE! 

RETURN THE COUPON NOW 



J 



COMPLETE & RETURN 

THE COUPON FOR YOUR 






E COPY ► 



OF THE 1990 ATARI ST 

48 page PRODUCT GUIDE 

FROM SILICA SHOP - THE ATARI SPECIALISTS 



MAIL ORDER: 1-4 The Mews. Hatherley Rd. Sidcup, Kent, DAU 4DX 

Cinlm Urw- Opri: Mem-fljl HXMrcMLDOpwi Hit Lrta Htflfrt QpanlDg fito 

LONDON SHOP; 52 Tottenham Court R«d, London, W 06A 



Opanrg Maun- Mci-finl B3Qw4.D0pr>i 



Lots Night Th-jrBdny <,rn<t 4pn 



TBI 

No 

Til: 

Nil 

TbI: 



SIDCUP SHOP; 1-4 The Mews, Hurley Rd. Sidcup. Kpnl, DAt4 4DX 

Opening Hour* Mcn-Stf frJO^n-aaOpw Ufa fcltght F ruln unw 1)9 m No 

BUSINESS/EDUCATION: 1-4 Tie Mews. Halherley Rd, Sidcup, Kant, DAM 4DX TbI 

Omm Lipw Opw: Mtjn-Fn V OOpn-, CIq**4 On SMunjtf* F*i Nd: 



081-309 1111 

041-446 0404 

071-580 40DD 

aw-aa 477? 

OB1-302 ftan 
dbi 3oe oaea 

OS--3CB hob 



To: Silica Shop. Dept PSlX-0990-31,1-4 The Mews, Halherley Rd. Sidcup, Kent, DA14 



7uk 



I 



PLEASE SEND ME A FREE ST PRODUCT GUIDE 



initials 



Surname 



Addfess. 



Silica ore in* UK's No 1 Alan Specialists. Wa have been 
eslabAshad lc* ov»r 15 y^ars. and have an annual turnover 
d £10 million. With our fluflenence and expertise. Me can 
Claim » AMfll Our cgsVjfrfl-rs requirflfn^nts with an 
understanding which is. second to none. But dort'1 | ust lake 
Our moid loi ■ ". Ci>t(:IdIr- and return Ihn coupon for our la'flSl 
'ibs iilsratjre and begin to supervenes Ihe "Silica Service". 



SILICA 
SHOP 



1 

1 - — — 

I Postcode: Tel 

^JNriich compulBr(s). do ymi own? 



XL/XE UTILITY ■ 




How many times did it happen that you wanted to use a 
DOS function in the middle of BASIC programming, 
but you Just could not remember the correct XIO 
parameters? How often do you need a disk directory, but you 
did not boot your ML utility that allows easy access to it? Sure, 
some solutions are available, like using non-standard BASIC, 
but it happens just too often that you use good old Atari 
BASIC. Even if you use Turbo Basic, you may find yourself in 
trouble when you want to create a new directory on your 
MyDos disks, and Just do nol remember the correct XIO 
syntax. 

Now your troubles arc over. After you prepare a disk with the 
EasyDOS program, you can boot your system with any stan- 
dard configuration you like. When you need a DOS function , 
insert your EasyDOS disk into your drive, and type: ENTER 
"D: function", where function' is the desired DOS command. 
Available functions are: 

DIR, DELETE, RENAME, LOCK, UNLOCK, FORMAT* 
JUMP, CMEM, BLOAD, WD0S. CHDIR. MKDIR, RMDIR 



GETTING STARTED 

Type in the accompanying listing, EASYDOS. HAS, check it 
with TYPO 3 and SAVE a copy before you RUN it. You will need 
it for easy backup as well as for preparing a RAMdisk version. 
Note that some of the DATA lines are specific for certain DOS 
systems. You need only type the lines that correspond to your 
DOS system, but you may want to type all of them anyway, in 
case you want to use a different DOS in the future. The 
I >os- specific DATA lines are preceded by explanatory REM 
statements. 

When you RUN It you will be prompted for a drive number. 
Insert a fresh formatted disk to the specified drive and press 
the <KKTUKN> key. You may want to specify a RAM disk 
number, such as 8 for Dos 2.5. for fast command access. The 
Easy Dos files will be written to the diskette in the specified 
drive, with the above functions serving as filenames. Some of 
the filenames will have extenders, specific for the DOS they are 
intended for. such as BLOAD. DS2 for Dos 2,0/2.5, 
BLOAD, DS3 for Dos 3, BLOAD- MDS for MyDos, and 
BLOAD.SDX for SpartaDOS X. If you already have any file with 
such a name, it will be overwritten, That Is why it is recom- 
mended to use a freshly formatted diskette before you start. 
Rename the files with the appropriate extenders, so the exten- 
ders will not be Included. These extenders are there only to 
remind you which files are relevant to your configuration. The 
files that have no extenders can be used with all systems. 



Dr Yuval Rabinovich 
provides a utility that 
gives full access to DOS 
functions whilst 
programming 



USING EASYDOS 

As mentioned above. EasyDOS syntax Is ENTER D: function". 
ENTER can be abbreviated to E. and the right quotation mark 
is optional. A prompt will be displayed, allowing you to switch 
disks, if necessary. Working with more than one drive will 
make your life much easier. 
For example, type: 

ENTER 1 DiLOCK" 
The computer will respond with: 
LOCK> 

and will wait for you to type a file name. 
If no drive specification Is given, D:' Is assumed. If you type 
MYPROG. the computer will look for DlMYPROG and will lock 
it. If you type D3:MYPKOG, the same file will be locked in drive 
number 3. 

THE EasyDOS FUNCTIONS 

DIR - Disk directory. You will be asked for a filespec. Pressing 
< RETURN > alone defaults to Di*.*. Otherwise, give the com- 
plete fllespee. including the drive header (Such as D1:*.BAS) 
DELETE h RENAME, LOCK, UNLOCK - You will be prompted 
for the filename. If you choose DELETE, a bell will remind you 
to be careful. 

FORMAT - Works like option I from the DOS 2 or DOS 2.5 
menu. Ill you use DOS 3, it will format a disk in single density, 
even if you use a 1050 drive. If you want to use another default 
setting, read below on "modifying EasyDOS".) You will be 
prompted for a drive number, and be asked to press RETURN 
to confirm. Press any other key to abort . 
JUMP - Binary run at address. You will be prompted to give a 
decimal address. Note that this option is like option M from the 
DOS menu, rather than the regular USR command from 
BASIC in the sense that It does not put any parameters on the 
stack and therefore does not require an extra PLA instruction. 
CMEM Create the MEM.SAV file You will be prompted to 
confirm. The utility creates the MEM.SAV file to drive 1 only. 1 
do not expect you to use it often, but the need may rise if you 

continued on page 22 
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EasyDOS 



MO 1 OEM HHHM H MM H HM H UH HW ^WKH I fKMHHHkM H UM 

TE 2 REM * EASYD05 * 

RU 4 REM * byi H 

10 5 REM -it Dr . Yuual Rabinovich » 

MM 6 REM * T#l Aviv, Israel * 

0G 7 REM * -— * 

UN S OEH * REM ATARI USER - AUG 1*98 » 

MM * REM MW M MWKM W H i f i t M M IiM MMM MI CMMKMM ii Mmm 

ay to REH 

PH 188 DIM ftJ(U3) ,85 C1263 ,EOLS*13 iE0LS=C 
HRSfl55> 

CP 181 f CHRSfi25i:? "create Easy DOS f 
lies,"*? "Enter Jest* nation drive >■*{ 

t» 18Z TRAP 241 : INPUT BAB J A 3 TRAP 242; IF A 

<1 OR A>8 f HEN 241 
IL IBS POKE 752,1!? "J : A$ = "D : 1p EASE2>2T 

=STRtCA3 

EE 128 READ B$ E IF B "5 ""END OF DAf A" THEM 7 
4t 

ka lie AS t43=B* i t "creating " j as : open bi , 
o,o, aS:£OF-o 

m 148 HEAD 8$; IF ■*="" THEN 140 
EM 158 1=8 

ZL 159 1=1*1 ! ir I>LENIBS> THEN 228 
OK 1D8 IF B*CI, II <>"[" THEN 15 5 
KC 178 IF I-LCNC0S3 THEN BS (I) =" , " I GOTO 2 
20 

IE 188 8* £13 -8$ CI+11 

VP 190 IF B$CI,I1T"L" THEN BJ(I,I)rEOL$tt 
OTO 155 

»L ZOO IF BSCI # I3<>"F» THEN 15 5 
DG 205 0$ £13 -"" fEOF=i 

HG 228 ? ftl;BS; : IF EOF THEN CLB3E BliGOTO 
120 

NF 238 GOTO 148 

OA 240 POKE 752,0; END 

KM 241 ? "Aborted** 1 ! END 

iu 242 poke 752*8:? "Unexpected error «" ; 

PEEK CI 953 J".*'! END 
KU 388 DATA DIR 

UE 31B DATA C L + tt I : C L R ; P F MA S (120) [ , B $ I & ) : 6 
$=■■&!».« »:?**DIR>"i El.BlB; AS: aScleNcaS 
1+13 =BS (6-S*CAS= < "OJ :0.ftlE,6E,0E, 

YT 326 DATA AS ; F ■ A-0T01 ; I • ttl. E # ASe?AS:A=CA 
* tl I, A3 : N * A : CL . ttl f L EF 

MC 330 DATA DELETE 

LM 34B DATA CL >8L ; CLR : DIMAS £1223 I, BS C123J 
tt%#S* a D: 11 i ?"E3f>E tETE> " i i I . H16; BS : A = LEH IB 
S3 !BSfA+13r" " ; A* C3-2*CBS CZC, Zl 

OP 358 DATA ~" ! "ORB* (3 C , 31 =" 1 "1 3 = BS 1 IF A <> 
BTHENH . J3 Cttir, 0 C, &C, AS EL IF 

NW £68 DATA RENAME 

XL 378 DATA CL . BA E CLR : DIMAS 1 1223 1 1 ft$ tl 23 J 
i a$="D : ?"RENAHE AldC J ne«>"j iX.tU6;B$ 
:A=LEN(BS3 :BSCA + A1=*- **:A*t3-2**f 

FN 300 DATA BS 1 2 C , 23 : "ORBS C3 C t 3J =" t "3 1 = 
BS;IFA0 8THEHH.32E,B1E J BE, BE, AS CL IF 

MR 336 DATA LOCK 

J* 48B DATA CL • ttl ! CLR i AIMAS El 223 E , BS (1 23 I 
: AS="D : ?"LOCK>"i : I .me; bS e a-lEh fBSi ; 

85 EA + 1J =" "1 AS f 3 -2* CBS £2 1,21 =": 
FF 410 DATA "ORB* £3 1 , 3J =" i "3 J = 0* : IF A <> 8 TH 

ENX . 36 E ,tt±C, OC, Of, AStL CF 
FS 420 DATA UN L OCK 

UK 438 DATA CL .ttl ! CLR : OIHA$ CX22> {,B$C123) 
■ flS= ll D : 11 : ?"UNLOCK> " ; \ I . ttl 6 *B$ : (i " L f H CB$ 
3 SBSlA+13^" "i A$C3-2*CB£ C2f ,ZJ = 

CK 440 DATA " ; "ORBS C3 E , 33 ~ 3 3=B$;IFA<>8 

THERH. 36E.81E ,81, BE, AS EL Ef 

GM 4S8 DATA FORMAT 

ZA 468 DATA CL . tfl E CLR E HUM f 31 V A* = "D I w tO 
,«1 E, 4 1, 8 E ? 4> FO«MAT>"; : GETH1 l t A:? 

CHRSCA3 : ASCZt J 2>=CHR$CA3 i?"<REFIJR 
CH 478 DATA H> to foriUt "J AS; " >";iGETSl 
[ , A : CL . SI i ? ! IF A- 1 55 T HEN K . Z54 E , ttl E , O E , O 
E t AS ELEF 



BD 490 DATA CLR;DIMAS*43 : AS = "hL"; ?"RUft 

dress > " ; ; X ,*»16 ; A ; A$ <43 - DHRS C INT <A/250 
> 3 ;A$ <3 C ,3> ^CMRS<A-ASC CAS < 43 >«250 

DC 5BA DATA 3 i A= USR t ADO f A E > 1 EL If 

ST 518 DATA C MEM 

ZT 5ZO DATA CL . ttl E 0 T ttl ( > 4 C , 8 E *'K ■ " ■ 

s CHFMI to create D 1 : hem . SAM >♦•; : get« 

1 E , A E CL . ttl E 7 E IT A = 155 THE NO . HI E r 8 E , 
MF 538 OAT A OC/'Dl i MEM. SAU'* E CL . ttl CL EF 

CR 548 DATA BL0AD.D52 

TU 558 DATA CL . Itl ! CLR E D IMAS CI 223 E > B$ C 1 23) 
; AS^^O ! " ! ?*"BLOAD> " ; 1 1 ,»10 1 BS : A=LEM CBSl 
;BStA + l»= AS 1 3-2* CBS C 2 2) ~" 

BE 560 DATA :"ORBSC3E,33="!"3 3 3BS JIFAOBT 
HE NO . ttl £ , 4 £ , 8 E, AS E A = U5R < ADR C"hLdW"3 3 i C 
L . ttl EL CF 

HM 578 DATA HDDS. D5 2 

GH 580 DATA CL , ttl r CLR : D 1 HAS Cl 03 ;A$r"D : DO 
S - 5 VV 1 : £3 . tt l I 4 [ . a I , "K : " : ?"MDOS> " ; s GE TH 
1 E* A E AS C2 E, 21 -CURS (A3 E ?CHRS CA) E ?" 

J¥ 5?8 data Press tUMllEEl to write ";AS;:£ 
ETttl E t A : CL . ttl : ? ! IFA = 15STHEN0 . ttl E , B C t 0 C 
, AS E CL . HI EL EF 

DC 680 DATA BLOOD P DS3 

SZ 6.10 DATA CL . HI : CL R : DIMfiS £1223 E , BS C1233 
1 A $ - " D I rT : ,H 'BLOflD)"i ; I ■ ttlO j 6S i BS CLEN IBS 
3 +11=" " ! AS C3-2*CB$ C2 C, 23 ! f '0R 

GO 620 DATA 6$(3E r 33 - 3 3 = BS : X . 4 1 C, ttl E , B 

E,8E, AS ELEF 

Or 636 DATA BL OAO . HDS 

TT B48 DATA CL . Bi E CLR i DXHAS t!2 23 E , BS II 23 S 
: AS = "D r" ! ?"BLOAD>"| i I . tt!6 i BS j A = LEN CBS3 
■ BS C A + ll =■* " ! AS (3-2* tB* C2 E , 23 s" 

IH 658 DATA ! "ORBS C3 E > 3 1 =" I "J 3 =BS ! IF A <> OT 
HERK . 39 E, Bi E, 4EjOEjA$ELEF 

AP BOO DATA CHOIR ■ HDS 

LL 578 DATA CL , ttl ; CL R ! DIMAS C 1223 E , BS 1X233 
: AS-"D i "j ?"CHDIR>" i : I .BAB; BS : A = LE N CBS 3 
EBSCAtl»=" ":0St3^2*f6Sl2E, 23=" 

OY 680 DATA ! "ORBS f 3 E f 33 =■< I "3 J ^BS e IFA <> OT 
HE NX , 41 E,flA E,OE,OEjA$ELtF 

FY 69B DATA HKOIR . HD5 

KB 788 DATA CL . »1 S CLR : D I MAS £1 223 C,B$C1Z3) 
! AS = »Dl»l?"MKDIft>"I :X httlO J BS : A-LEH CBSl 
iO$ CA + 13j =" " ! AS C3-Z*CB$ C2 E> 23 =" 

MY 710 DATA : "ORBS C3 1 , 31 =" i "3 I =BS : IF A <> 8T 
he mk . .n r ,bi e^BEjOEj AS CLEF 

CX 726 DATA BLDAD,SD-X 

TS 738 DATA CL , BI 1 CLR 1 DIMAS £12 23 t , BS i 1231 
iAS="D:" :?"BLOAD>"; : I ■ttl6;8$ ? A-LEN CBS 3 
: OS CA+13 =*■ " : AS (3^2* CBS C2E,*1 =** 

UV 748 DATA E r *ORBS £3 E t 3l "> J "B* t IF A <> BT 
HENH , 48 E „ BI E 3 4 E *8 E t AS IL CF 

HS 758 DATA CHD IR - 5DK 

LK 760 DATA CL . ttl : CL R i DIMAS C 1221 E,BS<1233 
:AS = "D!"E ?"CHDIR>"; ; I .*!<>; BS : A = LEN CBS3 
: BS < A + l) = '» " ! AS C3-2* CBS C2 E t 23 

tlC 770 DATA ; "ORBS £3 1 , 31 =■• : "3 J =BS E IFA <> 8T 
HI MM . 44 £,fli L f a AS CL EF 

MB 700 DATA MKDIR.SDM 

KT 798 DATA CL . BI E CLR E DIMAS £12 23 1 1 BS t!233 
I A S - "o t » r ?"HKDIR> "j :Z.lil6;BS: A=LER CBS 3 
:BSEA+L1= AS 13- 2* CBS C2 E t 23 =" 

QD BOB DATA : "ORBS £3 E j J) = J 3 — BS J IFA O BT 

HENH . 42 I , BL E , O E * 6 ( , AS EL I * 

PI BIB DATA RHDIR.5DX 

UG 028 DATA CL . ttl ! CLR : D IMAS C12 23 E,B$ C1233 
i AS='»D s << : ?"ORHDXR>" ; ; I »ttlB j BS : A=LEN CB $ 

3 !BSCA+13- ASC3~2»<BS<2E,23 = 

ZK 830 DATA " ! "ORBS C3 E , 33 r" e "3 J =B$ r IFAO 8 

T HEN X . 4 3 C , BI E , B E , B E t AS (L EF 
DC 835 REM 
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wish to use an advanced feature from the DOS menu, such as 
duplicate disk, without losing data. Note that not all DOS 
systems use MEMSAV. and this option is valid only on the 
appropriate systems. 

BLOAD Binary load. You will be prompted for a filename. 
Note that each DOS system has Its own version ol this 
command. 

WDOS Write the DOS.SYS file only. The DUP SYS file will 
become less necessary. You will be prompted for a drive num- 
ber, Any mm numeric response is assumed as drive 1. Ynu will 
then be asked to confirm writing the DOS file by pressing 
RETURN, Press any other kev to abort, 

CHDIR - Charge the current active directory, for systems thai 
support subdirectory tree structure. 

MKDIR Create a new subdirectory. Only wiih systems that 
allow such a structure. 

RMD1K - Remove an empty subdirectory for systems thai 
support it. Note that My Dos subdirectories may be deleted 
with the regular DELETE function. 

HOW IT WORKS 

The ENTER command is usually referred to as a way to merge 
BASIC programs. New lines are added to the program in 
niemorv from the input device (usually a disk). Actually, the 
ENTER command transfers the input device from the keyboard 
to the specified device, without echoing the input on the 
screen. Therefore, If a BASIC Statement begins with a line 
number, it will be added to the program in memory. If the line 
does not contain a line number, it will be executed as If it is 
tvped from the keyboard, in direct mode. All the files in the 
EasyDOS package are short BASIC routines, being executed in 
direct mode. 

EasyDOS LIMITATIONS 

It is assumed that EasyDOS will be used jn direct mode 
during program development and not while a program is 
running. Therefore, Easyl>OS functions perform a CLR state 
mcnt before anything else. Channel * 1 is closed by the execu 
lion of any EasyDOS function. EasyDOS may use a few BASIC 
variables, like A, A*. B$, etc. I have deliberately chosen com- 
mon variable names, in order not to increase the variable 
name table. Some EasyDOS commands are DOS Specific, and 
will not function properly unless used with the appropriate 
DOS, as mentioned earlier. If you use a DOS that is not 
specified above, I suggest you make some experiments with a 
scratch disk. This is because some CIO calls are incompatible 
between different DOS systems. An X10 call that makes a 
subdirectory on one system, tuny perform a binary load on 
another! EasyDOS is very easy to use, but it is even more 
user- friendly when used with more than one disk drive. It then 
works very similar to MS-DOS external commands. 

MODIFYING EasyDOS 

It is relatively easy to create an EasyDOS Tile. You can use a 
word processor to create the file, and the file itself should 
contain legal BASIC statements. If you do not have a word 
processori or you want to use special graphic characters, you 
can create a string thai holds the statement, and PRINT it to a 
disk file. For example: 

OPEN #1,8,0, "D;function M :? #1;A$:CL0SE #1 

It is necessary to put a semicolon before the variable name, 
and not to put anything after it to achieve the proper result. 
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ATARI 8 BIT SPARES AND REPAIRS 
SPARES FOR MOST ATARI 8 BITS 



SCOOP PURCHASE SALE 



ATARWRITER (Cartridge) £5 
The complete word processor for tape/disk users 
SILENT BUTLER (Disk) « 
Personal finance bookkeeper 
ATARI ViSiCALC (Disk) £12 
The best spreadsheet available for the 3 bit 
ATARI W20 4 COLOUR PRINTER/PLOTTERS £25 

&S!T kFern ° 21 353 5730 



THINKING OF MIDI? 

PAGE 6's WORLD OF COMPUTER MUSIC MAKING 

audio tape will show you just what can be 
achieved on your Atari with a low cost synthesiser 
Both XL'XE and ST are covered from Music Studio 
through MidiMaster and on up to Steinberg's 
PR0 12 • a feast of music on an hour long tape 

Price £3.95 inc. post & packing in UK 

Overseas please add £1 for postage 

PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR 

H Telephone 0785 21 3926 
Access or Visa orders welcome 




Another way of creating such a file Is from the DOS menu. 
Choose the copy file option (option C). and answer the prompt 
-copy- from.to?" with the response; E:.D: filename. A file will 
then be opened, and it will accept entries from the screen 
editor You can edit lines in the usual way, but once you have 
pressed RETURN, the line will be accepted, and you will not be 
able to modify it. Press CONTKOL-3 to close the file. BASIC is 
„i(,rr tolerant U> Ion* linos as inputs from a disk illc Iben H i* 
to the built-in editor. Every logical line can be up to 251 
characters long. Including carriage return, compared to 1 14 In 
the built-in editor (that can be stretched to 120). But the 
number of statements per line is limited to 21 (less. If the 
statements are complicated). If a line contains more state- 
ments, an error # 14 will result II you put several executable 
lines in one Tile, be aware that the "READY" message will be 
displayed on the screen alter the execution of each line lo 
delete the message, start each new line with the statement: 

PRINT " [up] [delete line] 1 Crest of line) 

It is recommended to load EasyDOS files with a word proces- 
sor, and to examine them, to see how to create new tiles Make 
sure that all open IOCBs will be closed before control is given 
back to the user. This is usually not a problem, but believe me 
It was quite a difficult job to achieve in creating the DlR 
function. 

If uou have a J3GXE then the EASYDOS files can he loaded to 
a Romdfek and called from D#: making the ntiliU} even caster to 
use You can of course set op an autoload 1 lo DS: with an 
appropriate utility on your boot disk. 8Q0XL owners should also 
be able to do the same, since the EASYDOS files are quite 
small by using the modified DOS on PAGE 6 Library Disk #36 - 
XL/XE KIT Which allows a ramdisk on the &OOXL. 



DISK BONUS 



TIPSTER! 

We need a new TIPSTER! 
Wilt it be you? 

What the Tipsier has to do is collate all of the contributions sent 
in by our readers into some sort of coherent whole for each 

issue 

What you get is toads of stuff sent to you. the secret joy of 
knowing that you are the Tipster plus a small remuneration for 
each column, 

What we need from you is a well put together column submitted 
on time every issue complete with maps and any illustrations. 

What you need is a good knowledge of the 8-bit Atari games 
scene, the ability to write tn a humorous but clear sty to, the skiit 
to redraw maps and trace (or draw) a tew illustrations and the 
capability of submitting the copy by the deadline without being 
reminded. 

It you cant do all of that, don't apply* 

if you 3 re interested, convince Ihe Editor thai you are the 
person tor the job by writing to Les Ellingnam, PAGE 6 
Publishing, P.O. Box 54, Staff ord, ST 16 1DR 

Apply only if you love the 8-bit Atari 
and can guarantee ait of the qualities outlined above! 



BACK ISSUES 



The following back issues of 
NEW ATARI USER are still available 



Issue 31 
Issue 32 
Issue 33 
Issue 34 
Issue 36 
Issue 37 
Issue 38 



Issue 39 
Issue 40 
Issue 41 
Issue 42 
Issue 43 
Issue 44 



DISKS ARE AVAILABLE 
FOR ALL THESE ISSUES 

BACK ISSUES are £1.50 each in the UK, 
£2.40 for Europe or surface mall elsewhere and £3.50 
for Air Mall outside Europe. Prices Include postage 
ISSUE DISKS are for any 4Sk or 64k S-bit Atari 

Each disk Is £2.95. Postage FREE in U.K. 
Overseas add £1 per order (any number of disks) 
Send your order to 

PAGE 6, P,0, BOX 54. STAFFORD, ST16 1DR, ENGLAND, 
ACCESS and VISA accepted. Telephone 0785 213928 



DrumMaster! 

by Mike Blenkiron 




Have fun turning your Atari 
into a drurnkit complete 
with sequencer 



DrumMaster! is a menu-driven digital drum se- 
quencer/player which allows drum patterns and 
songs (made up of patterns) to be entered, played, 
and recorded on disk. Eight drum samples are 
supplied on disk (all with extender .SPL) along 
with the main player. 

Options include: 
Play Drums: 8 sampled sounds to play with 
Alter Tempo: alters the speed of playback 
Edit Sequence: Up to 40 screens may be saved 
from the editor 

Edit Song: Change existing songs 
Play Sequence: With or without looping 
Play Song: Plays the current song in memory 
Load Sequence/Load Song 
Save Sequence/Save Song 
Utilities: 
Format a disk 

Get a directory read (single or enhanced disk) 

Change the screen colour 

Change the screen luminence 

Change the text luminence 

Return to the main menu selection screen 

FULL INSTRUCTIONS FOR USE ARE ON THE DISK 

The drum samples in DrumMaster were created 
by Dean Garraghty using the REPLAY sound 
sampling system from 2-Bit Systems. All loader, 
runner code was also taken from REPLAY. 

If you have any questions, or ideas for improving 
DrumMaster!, please feel free to write to: 
MIKE BLENKIRON, 15, Ambassador Gardens, 
Armthorpe, Doncaster, DN3 3JW 
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THE 



TIPSTER 



Welcome to afio^ic j r helping of gomes 
help, playing tips and solutions to a 
Jeiu problems. This time well have 
some hints and tips on a very recent release - 
BLINKTS SCARY SCHOOL and next time 
round we'll probably have a map of it In fad 
we could have had a dozen maps this time, 
we've been inundated with them! Trouble is 
everyone maps differently so they have to be 
sorted out and t/ie one chosen normally has to 
be redrawn as very few of the maps that kind 
on the Tipster's desk can be reproduced as 
they are. Anyway, much of next Issue will 
depend on the NEW Tipster, yes thaVs right 
your present Tipster is retiring from the scene 
and there is an opening for a new Tipster, Will 
it be you? Check out the rest of the mag, 
somewhere youllfmd out how to apply. 
Now down to this issue's business. 




AIN'T SCARED 
OF BLINKY 
NO MORE! 

HAWKQUEST 

Christopher Bevan has found two extra features on the 
map screen of the Kiross star system, iryou move the 
cursor to the bottom right-hand comer and press the 
'FIRE 1 button, you will be greeted with the message 
"Written at the Atari Computer Users Group, Duuedin. 
New Zealand". If you then move the cursor to the 
bottom LEFT-HAND corner and press the FIRE' button, 
the message "to cheat press FIRE" is shown. So press 
"FIRE" and you will be taken to the final sequence of the 
game, which is brilliant! If you do complete the game 
properly (that is, without cheating) it will certainly make 
all that hard work worthwhile. 

LASER HAWK 

When playing this game, press B' whilst on the title 
screen to disable the sprite collision detection. 



BLINKY'S SCARY SCHOOL 



One of the first detailed sets of tips came Jvom Lee Nelson of 
Woolwich, London. Since then there have been hundreds, but 
lee ivas in there first and he also sent a map. which ive don't 
haw room for this time, plus a lot of other hints so he gets this 
issue's collection of freebles. Well done, lee. 

The key to this game is timing This will lessen the amount 
of energy that you will use up. A good knowledge of the lower 
screens is useful as you will need lo complete them in the 
dark! 

First of all, get the FLOUR. Rush through the f alling Spike 
screen and earry on until you fall down the left passage. Jump 
over the Snails and get the PERFUME. Go down to the next 
screen which is blacked out'. Go to the left and try to Judge 
the jump. Get the TOILET ROLL and fall down to the next 
^ recn. Go left until you reach the Toilet. 
Jump on it - honest! - and you will be transported to the Scroll 
screen. Put the items in the Pot and go back to the screen with 
the two Snails. Go left and Jump up onto the Ledge. On the 
next screen, fall down and go right to the next screen and get 
die FISH. Go hack and jump over the Spikes until you get to 
another Toilet Roll room. Get the ROLL and fall down. 
Carry on until the I^emon Aid' screen and get the POP. Fall 
down the left passage and go onto the Toilet screen, Uon t 
move until the Mouse comes up to you. Then you will have a 
dear run to the Toilet. Put the items in the Pot and you will 



fly up to the Ledge. Go left until you reach the Spike screen. 
Jump over the mouse on the 3rd Step down and carry on. Get 
the NEWT'S EYE and get to the Bars on the left. Carry on up 
the Bars until you reach the Wasp screen. 
Dodge the Wasps and get the SCONE on the next screen. 
Dodge the Birds and carry on all the way to the end. Get the 
AIR and make your way to Pot 2 and drop the items. Use the 
Bars to get to the Snail Ledge and jump over him Dodge the 
Mice on the next screen, carry on and gel the GUM. Put the 
GUM In Pot 2 and go back to Pot 1. 

Carry on until you reach the 1st Toilet Roll screen. Gel the 
ROLL and then go up to the next screen and gel the LIGHT. 
Now go to the Sea Entrance. Go down to the bottom and then 
right. Work your way to the top, then go right. Jump onto the 
Ledge and jump over the Snail. The Spikes on the next screen 
are frustrating! Just run really far onto them and jump you 
will think you're going to die but you won t. Carry on to the 
end, mmp onto the Gravestone and get the ALARM CLOCK 
Go back to the Spikes and don t go near them. Jump over 
them and go back to the Sea Entrance. Float to near the top 
left of the surface of the water and jump up. Go onto the Toilet 
and work your way to Hamlsh. Jump above him on the Hars. 
The ALARM will sound and he wakes up. You have now 
completed the game? 

We may have more from Let? In future issues. 
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GHOSTCHASER - The Map! 

(courtesy of Darren Hilton) 




Once you ha ire gone 
around the first 
section, the 
picture will open 
and then you drop 
into Section 2 



. - . ,Once you have gone 
in each room either 
side, you land back 
here 

Go in the door in the 
comer and you have 
caught the Ghost 
and got the Treasure! 



r w r » - 



, , . . These are the doors and where they lead to 



BRUCE LEE 



The following handy tip comes from Jude Kennedy who points 
out that it applies io anyone who has at least TWO joysticks, 
one of which has autofire on It. 

Kirst connect the joystick with autofire to the SECOND Joystick 
port, then connect another joystick to the FIRST joystick port. 
On the title select one player versus one opponent 

mode, then start the game as usual by pressing START. 
When you start playing, switch the joystick In the SECOND 
joystick port to autofire mode, you will see that Green Yamo 
keeps punching at nothing! 

Normally, when you select this mode, the computer will switch 
back to the default mode if there is no response from the 
second joystick, so the autofire prevents the computer from 
doinii this. This means That, no I only will Green Yamo be loo 
busy to light you, but you will have ten lives as well, making it 
far easier to complete the game! 

Jude has also sent his personal high score in for this game 

along with a few others do ] hear a request for 'High Score' 

records? 



JUDE KENNEDY'S HIGH SCORES 

BRUCE LEE... 154525 

CHUCKIE EGG 275190 (Level 21) 

SCREAMING WINGS 39420 (Level 5) 

ARKANOID 120280 (Level 14) 

ZVBEX 68100 (tokens = 5) 



AND THE WINNER IS ... 



Well you already know \f you haue read the column/ 
Lmm Nelson is now the proud owner of the THREE 
VIDEOS mentioned in thm Jaet issue. Let'e hop* that 
he ham a video recorder otherwise he'll haw to eel! 
Mm Atari to buy onmt 

The prise for thm beet contribution nmxt I— lie I* a 
collection Of FIVE ATARI ROM* - POLE POSITION, 
JOUST, QALAJUAN, STAR RAIDERS 0, LODE RUNNER 
or whatmvmr elee might be around at thm time of the 
Ijtt's be hsaring from you then - keep those 



New Atari Uwr - lsi» 45 



35 



THIS ISSUE'S COMPLETE ADVENTURE SOLUTION! 



ZYBEX 



Judging by the amount of requests for help on this one, this 
solution will bring to an end a few sleep leas nights! 
As always, the verbs and nouns in the solution are coded to 
prevent accidental scanning by those who do not wish to know 
the full solution just yet, so PORD LLA simply reverses to read 
DROP ALL. All directional commands should be typed In as 
given. 

Here we go then 

PORD LLA - E - OG EPIP - U - TEG TSIOH - D - OG EG DEL - 
NEPO WODNIW - OG WODNIW - S - S - S - PORD TSIOH - E - 
OG TNET - TEG REMMAH EG DELS - N-W-N-N- KAERB 
ROOD - PORD REM M AH EG DELS - OG ECIFFO - TEG HSA - BUR 
HSA - LEEF GNITNIAP - NEPO EFAS - (The following number 
code is NOT reversed, just type it straight in! ) - R37L1CR32Q 

- (that's R, Thlrty-Seven, L, Ten^ R, Three hundred and Twenty!') 

- TEG LORTNOC - E - TEG SEVOLG ■ RAEW SEVOLG - NEPO 
DRAOBPUC - TEG ELCAERT - NEPO EGDIRF - TEG TAEM - W - 
S ■ TEG R02AR -N-W-S-S-E-OG TNET - D - TUG ERIW - 
WOLLEY - PORD ROZAR ■ PORD SEVOLG - U - N - W- PORD 
LORTNOC - N - N - OG ECIFFO - S - TEG NAG - TEG SLLlP - N - 
W - S ~ S » S - TEG REP APS WEN - N - E - E N - TJH 
REIMUTSOC - E - OG ECNEF - GURD TAEM - EVIG TAEM - U - 
OG EG DEL - OAERPS ELCAERT - WODNIW - KC1TS RE- 
PAPS WEN. 

PMUJ - D - OG DEHS - TEG LOOTS - NEPO XOBLODT - TEG 
REVIRDWERCS - TEG LLIRD - E - U - PORD LOOTS - DNATS 
LOOTS ■ NEPO MRALA - PORD REVIRDWERCS - YARPS 
MR ALA - PORD NAC - D - OG ECNEF - W - S - W - W - TEG 
TSIOH * TEG LORTNOC - E - E - N - E - OG ECNEF - OG DEHS ■ 
TEG REMMAH - E - U - OG EGDEL ■ KAERB WODNIW - PORD 
REMMAH - OG WODNIW - OG ROOD - E- E- E- N- GURD 
EEFFOC - PORD SLLIP S - W - W - N - TEG ALLERBMU - N - 
ENOHP DRAUG - S - $ - E ■ E - N - TEG DRAUG - OG TFIL - 
HSUP NOTTUB - OG TLUAV -SSERP LORTNOC - PORD LORT- 
NOC - OG ROOD - SSERP XOB - DRAUG ■ PORD DRAUG - W - 
KOOL TSIL - SSERP NOTTUB - E - E - OG TFIL - HSUP NOTTUB 

- OG KSED -S-W-W-N- KOOL RETIRWEPYT - KOOL GULP - 
PORD LLIRD. 

TEG ESUF - TIF ESUF - TEG LLIRD - N ■ LLIRD ROOLF TUP 
ALLERBMU - NEPO ALLERBMU - LLIRD ROOLF - GIR TSIOH - 
OG TSIOH - LLIRD XOB - 654897 - (Again, enter 1he number as it 
is given!) - NEPO XOB - 654S97 - U - PORD LLIRD - 5 - S - W - 
OG MOORE ROTS - EVOM TENIBAC - TLOBNU ROODERIF - OG 
ROODERIF - D - OG ECNEF - W-S-E- EVIG MEG - KCOLNU 
n AC - PORD YEK - OG RAC - NEPO ESACFEIRB - OG KRAP- 
RAC - W- W- W- N- N- N- U- OG EPIP - D - W - EVIG 

$40000 to complete the game! 

(You can also KAERB DH\W tor a little light relief!) 



QUICKIES ... QUICKIES ... QUICKIES ... 



A handtul of tips from Mark Thackray who makes a point of telling me 
that ha is NOT from Scotland, he just lives there! 

KNOCKOUT BOXING 

Whan prompted to Rewind Tape to O00 l to restart * DONT! Because then 
you can instead load in all the other opponents! 

BREATH OF THE DRAGON 

On the title screen, press a key trom 1-6 and you will start on the 
corresponding maze, 

HARDHAT MACK 

Press 1. 2 or 3 lo START on lhal screen! 
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Here's some help from Iain Kinney on Zybex which he reckons 
will help you heat this game. Can you? 

Start the game on the HARDEST level. 

HARD LEVEL 

1 : ENCLEOUS = 4 extra men 
2: PROCYON = 5 extra men 
3: CENTAURUS = 2 extra men 
A: ANTRES = 2 extra men - 
5: BEROS = 2 extra men 

MEDIUM LEVELS 

Before going onto SKORPIUS, deal with NECROS first as 
your weapons are replenished 

6: RICTUS = 1 extra man 

7: SKORPIUS = 5 extra men 

B. TITAN = 4 extra men 

9: BAEUS » 2 extra men 

10: MECROS = 2 extra men 

11; DIABLOS = 2 extra men 

EASY LEVEL 

12: ARCTURUS = Nil extra men 

HELP NEEDED 

A ZORRO PROBLEM 

A problem has arisen regarding Stephen Garbett's solution to 
this game in Issue 43. Eric Foley has got as far as the room 
with the Hashing Icons and become completely stuck] He did 
not sec any barrels to the far left or anywhere else. Can 
anybody explain this game in more detail? Maybe Eric has 
gone wrong somewhere or is there more lhan one version of 
the game about? Maybe things happen randomly'.' 

UNIVERSAL HERO 

Chris Roberts cannot enter his ID tn ihc computer room. We 
are given to understand that it should be SLAK NBAkl >FAS T 
yet no input Is possible by keyboard or joystick. We don't have 
this game at present so can anyone assist? 

Further requests for cheats, tips, maps or solutions have been 
requested for the following games:- KING OF THE RING. 
POTHOLE PETE. THRUST. MILK RACE. MOUNTAIN BIKE 
RACER. AIRSTRIKE 2, ZYBEX BOMB FUSION. GUN LAW. 
ROGUE ..... can anyone oblige? 

Send your hints, tips, maps and solutions to 

THE TIPSTER 
NEW ATARI USER 
P.O. BOX 54, STAFFORD, ST 16 1DR 



A TIPSTER EXCLUSIVE! 



Every reader wndiiu) in a NEW hint, 
tip. cheat <>r map will recetw* THE 
TIPSTER 'i unique badge whether 
the contribution is used or not. The 
only qualification is that the tip 
must not have been used before in 
this column (ripping pages out of 
old Atari U.h r mags doesn i count 

either!) , Please note that wt cannot indicate whether your hliil or tip 
will appear in a future issue it might, It might not depends what 
The Tipster had for dinner when he comes to type up the column. 




A COMPLETE SERVICE IN COMPUTERS fi SOFTWARE 



TOP 10 CASSETTES 



Kick Off 7.95 

Hawkque&t 9.95 

F15 Strike Eagle 8.95 

Atari Aces . 4.95 

Speedhawk .... 7.95 

Plastron „„. 7.95 

Spy vs Spy Trilogy ...... 7.95 

Sea peg host — ... 12.95 

Shoot em Hps 4.95 

Super Huey i>n<iHb< ■*■+■■■■ 9*95 



TOP 10 DISKS 



Hawkquest 16.95 

Kick Off 11,95 

Smash Hits 7 6.99 

Flight Simulator II 29.95 

Bop N 1 Wrestle 9.95 

Ga u ntf &t .ii'iHiiiiiiiiii. 9.95 

Plastron ■.<> 9.95 

Battlecruiser 16,95 

Silent Service 11.95 

Leaderboard .... SOLO OUT 



TOP 10 ROMS 



Star Raiders II 


14.95 


The Designer s Pencil 


9.95 


Fight Night 


14.95 


Pacman 


9.95 


G 3 1 cixljiris ii ■*■ ■■ ih ■ ■■ fiim 


9.95 


h.e.r.O* !+■*■■*■*■ ■+■*■■* 


8.95 




12.95 


River Raid 


8.95 


Donkey Kong Jr 


12.95 


Desert Falcon . 


14,95 



SPECIAL OFFERS 
AUGUST '90 



Robotron 2084 (ROM) 5.00 

Draconus (Cassette) 3,00 
Cut 'N' Paste (Disk) 5,00 

The Pawn (Disk) 10,00 

Jewe Is of Da rk ness (Cass.) 5,00 
Jewels of Darkness (Disk} 7.50 
Konix Navigator (Joystick) 10.00 



TOP 20 BUDGET CASSETTES 



Blinky's Scary School 


.. 2.99 


Joe Blade II .+....*.... 


2.99 


Arkanoid ■ 


2.99 


K i ksl art . 


1,99 


Boulderdash IV 


.. 2.99 


Fantastic Soccer 


2.99 


Pro Golf 


2.99 


160! 


2.99 


Titan . „ 


. 2.99 




. 2.99 




1.99 


Pothole Pete 


1.99 


Head over Heels 


. 2.99 


Ghostbusters 


. 2.99 


Advanced Pinball Sim, 


2.99 


Gunfighter ( p+. ............ 


1.99 


World Soccer 


i 2.99 


Who Darts Wins II 


1.99 


Space Rider JetpakCo, 


2,99 




2.99 



C.iss Disk 

Kick-Oil 7.95 11.95 

Summer Games 12 95 

Smash Hits. 1 - 5 A 7 (Bach) .. 6.99 

Living Daylights 2.99 9.95 

Trivial Pursuit 12.95 14.9$ 

Mercenary Compendium ... 9.95 12,95 

Spy Spy Arctic Antics .... -1.99 6.99 

Spy vs Spy Trilogy ,. 8.95 9 95 

Fighter Pilot 10.95 

Polar Pkerre 4.99 6 99 

Mr Rnhot 4.99 6.99 

Beta Lyrae 4.99 6 99 

Hits Vol. 1 4.99 6.99 

Bouldtrdaah 2 2.39 6 99 

ftrkanoW 9 95 

Tratlbiazer 9 95 

Sola Flight S lb 11 9b 

Silertl St r vice 8 9b 1 1 95 

Sayhunter 6.99 

Mirax Force 2.99 fl.95 

Rescue on Fractulas. 6 99 

BtftXrar 6.99 

Rampage 699 

Shoot "em Ups 4 99 

PiaUarm Perihelion 4.99 

Spinrj«zy 2.99 6.99 

Touchdown Football 6.99 

Spitfire 40 6.99 

Draconus 6.95 9.95 

Druid , 4.99 9.95 

Brian Clouflh'fi Fcolball Fort. S.95 12.95 

Pooyan 4.99 4.99 

European Super Soccer 8.95 12.95 

H<j:d Ha? Mac 4.99 

Mm Vork City 4.99 

Crumbles Crisis 4.99 

Frtaky Factory 4.99 

SJarQuaJtte 4 99 

Preppie 2 4.99 

Laser Hawfc 4 99 

Colossus Chess 3 4 99 

Sidewinder 4 99 

■Joe and Nuclear Caverns . 4.99 

Nuclear Nick 4.99 

Knockout Boxing 4.99 

Sunstar 2.99 

Culhben Goes Waifcahoui 2.99 

Heartache 7.95 

Mia Alley Ace 9.95 

Pinball Construction Kit 9.95 

Music Construction Krt 9.95 

InfilHHlor 9.95 

Thundertox 7.95 

Slingshot 7.95 

Wimer Events 9.95 

Hlack Lamp 7.95 



tDVENTU KE/STRAT EG Y 



Can. Disk 

Flight Sim. Scerwtry DlsKs . 14 95 
(Please phone) 

Quostron 9.95 

Field of Fire 7.95 

Hollywood Hllinx 9.95 

Jimtter 14.95 

Lancelot 11 95 11.95 

Tina 4 Magik 11 95 11 95 

lurking Horror H 95 

Inorid's Back 11.95 1195 

Guild of Thieves 14.95 

Knltfhl Ore 11.95 11 -95 

Cloak ol Death 2 99 

The Golden Baton 2.99 

Gunslinger 9.95 

Eternal Dagger 14.95 

Saigon 3 Chess 14.95 

Theatre, Europe 11.95 

Carrier Fore* 16-96 

Panzer Grenadier 16.95 

BaMlecrusier 15.95 

Warship 19.95 

221 B eaker S1 reel 9.95 

Vietnam 9.96 

Conflict in Vhrtnam H 95 14.95 

Crusade in Europe 11.95 14,95 

Decision in the Desert 11.95 14.95 

Colossus Chess 4 8.95 12.95 

Kennedy Approach 8.95 12.95 

Hawkquesl 9 95 16.95 

Cutthroat!! 9 95 

Zort 1 9.95 

Spellbreaker 9.95 

The Counl 4 99 

Plrale Adventure 4.99 

Scap#ghost .....12.95 12.95 

Silicon Dreams 12-95 

Rebel Charge - 19 95 

Gettysburg 19.95 

Super Huey 9.95 11.95 

Scott Adams adventures on cassettB a' 
E2.99 each - phone 



Xl/Xi CAR I HILXjE s 



Missile Command 9.95 

Donkey Kong 12.95 

Pengo 12 *5 

Pole Position 12.95 

Star Raiders. 9.95 

Ms Pacman 12.95 

Fight Nigh! 14.95 

Siar Raiders II 14 95 

Loderunntr 14.95 



XL XE CARTRIDGES 



One on One Basketball 14,96 

BrJCl iLVOlii! H ^5 

David's Mirtnighl Magic (Pinball) 14 95 

Archon 14.95 

Rescue nn Fradulas 14.95 

Ballbla2«r 14.95 

Blue Max 14.95 

Defender 9.95 

Galaman 9 95 

American Football 9.95 

Tennis 9.95 

Moon Patrol 12-95 

Robotron 12.95 

Joust 12 95 

Hero 8.95 

River Raid 8-95 

Mega Mania J3 95 

Dreadnought Factor a 95 

Designers Pencil 9.95 

Rally Speedway fl 95 

Miner 2049er B.95 

Mr Cool B.95 

Eastern Front 1941 a ,06 

Food Fight 6.95 

RDM Disk 

Mini Olfic«! I 18-50 

Atari Writer 29.95 

Alan Wrtter Plus 29.95 

Microsoft Basic II 19 95 

Sihrrt Burlier - Personal Finance . . 1 6. 95 

Planetarium 16 9!> 



BUDGET CASSETTES 



299 

Rockford 

System 8 Pools 2 99 

Green Beret 2 99 

BMX Simulator 2.99 

Phantom 2 99 

TransniutOr 2.99 

Panic 2 99 

On Cue 2.99 

Jocky Wilson's Darts 2 99 

Little Devil 2.99 

Screaming Wings 2 99 

Domain ol the Undead 2 99 

Space Lobsters 2.99 

Pranel Attack 2 99 

Gauntlet 2.99 

Chuckle Egg 3-99 

Dreadnaught 2.99 

Casino Rouletle 2-99 



BUDGET CASSETTES 



Exploding Wall , 2.99 

Mlcrorythym 2.99 

Robot Kmghls. 2.99 

Survivors 2.99 

Nucleus 2.99 

Cosmic Pirate 2.99 

LattVB 2,99 

Grand Prix Simulator 2.99 

Footballer n1 the Year 2.99 

Mr Dig 2 39 

180 2.99 

Whirlynurd 2.99 

Warriors of Ftas 2 99 

Tapper 2-99 

Death Pace 2 99 

Pro Mounlain Bike Simulator ... 2 99 

Spellbound , 2.99 

Zaxxon 2.99 

MadJax 2 99 

War Captor 2.99 

Space Wars 2 99 

Speedrun 2 99 

invasion 1-99 

Oayhghl Robbery 1,99 

Spooky Caslle ,..„ 1-99 

Molecule Man 1 .99 

Pothole Pete 1.99 

Fsud 1 ,99 

Crack Up 1 .99 

River Rescue 1,99 

Crystal Raider , 1.99 

Storm 1,99 

Gunlaw 1-39 

Action Biker 1.99 

Desmonds Dungeon 1 99 

Leapster 1-99 

Special Delivery 1-99 

Joe Blade 1-99 

Tanium 1-99 

Powerdown 1.99 

Gridrunner 1 99 

Sub Commander ,. 1.99 

Dawn Raiclpr 1.99 

Soccer 1-99 

Bomb Fusion ,. 1,99 

Periscope Up 1.99 

D<zzy Dice 1.99 

Milk Race 1.99 

Winter Wally 1 .99 

L-A. SWAT 1 ,99 

Rogue 1 .99 

Football Manager , 2-99 

Encounter r 2.99 

Las veoas Casino 2.99 

Fruit Machine Bimulalor 2 99 



FULL RANGE OF ATARI ?BQQ CARTRIDGES W STOCK 

219/221 Cannock Road, Chadsmaor Cannock. 
Staffordshire. WS11 2DD 
Telephone (0543) 466577/8/9 



Add 5Qp to arftri less than £ 5.00. All prices canect a! 
time ol going ID press. Access or Visa orders wrelcome. 

Please add £1 per item tor overseas 
Please make Cheques or Postal Orders payable to 
"MILES BETTER SOFTWARE" 
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PROGRAMMING 



TURBO BASIC makes a welcome return 
with two quite different programs 
showing the versatility of the language 



COLOUR-CYCLING 
DEMONSTRATION 

by Gordon Cameron 



This little demo uses mode 10, and rotates 7 colours at speed, 
to create the illusion of movement. Geometric patterns are 
drawn on screen, and appear to flow' as they are being drawn 
and afterwards. 

The demonstration makes use of the MOD command available 
in Turbo Basic. This returns the remainder after integer divi- 
sion. This may not seem that useful at first thought but it 
allows you to, among other things, count in sequence without 
testing to see if the end of sequence has been reached. For 
example, say we wish the variable C to be incremented 1 at a 
time, but only to range from 0-9, Normally we would use 
C=C+L followed by an IF test to check if 10 has been reached. 
However, this wastes times, and is clumsy. It is much easier to 
use the command: 

C=CC+1) MOD 10 
In this way. the value of C can never go outside the range 0-9, 
as the remainder alter Integer division of any number by 10 
always lies between 0 and 9. It is this principle which Is used 
within the demo (with the difference that C is Incremented by 
2. and does not start at 0). 

Another Turbo Basic command used is TAINT. This is a 
command which fills any enclosed area, using a recursive 
routine. Other structuring commands are used in loops etc. 
these being unique to Turbo Basic. 

Also notice that, since the actual colour-cycling loop needs to 
be fast, as much calculation as possible Is done BEFORE the 
loop is actually encountered. This pre-processing greatly In- 
creases speed and efficiency. 





MEMORANDUM 

by Robert de Letter 

Memorandum is a simple notebook written in Turbo basic. It 
will enable you to record all tvpes of information you need 
quite simply as a series of notes which are stored on disk when 
you exit the program and are loaded each time the program is 
run. 

Memorandum Is so simple lo use that an explanation is 
almost unnecessary. Just boot up your copy of Turbo Basic, 
type in the program. SAVE It and RUN it. You will see a 
sell-explanatory menu, the only thing you need to remember is 
to always leave the program by selecting Exit, since it is only 
by tills method that your notes are saved. 
Memorandum acts just like a notebook that you may have on 
your desk except that vou can search through it to find only 
certain notes. The search will pick up a word anywhere m the 
note so the method of enlry is tolally freeform. You could lor 
instance make a note each time you have your car serviced. 
Entering car' In the search would then bring up all those 
entries plus, of course, any other entries that mention the 
word l car\ By using certain keywords you can. of course, make 
vour searches more specific. 

Give Memorandum a try. it Is quite a useful little program 
with many, many applications. 



Memorandum 
is on page 30 



Hsue 45 ■ New Atari User 



COLOUR CYCLING 



CP 
UI 
HP 
HC 



muyiHinttmrt i aia 



TURBO COLOUR CYCLING 
DEHO 

by Gordon Cameron 



h 
a 
n 
a 



HI W ATARI USER - AUG 90 



REM tt 
REM a 
REM H 

iff m a 

JH 6 REM ft 
FD 7 REM 
HH S REM 

ID ao - 

IE 98 ' ■ 

ot ioo Goa Haiti 

on no — * 

OS 12U 1 ' 

OA lift PROC SETUP 

Tfl ill ? position o^o:? "graphics o 

EMO"; POSITION 8,10:* " BV G . GAMER DM 11 
AY 132 POSITION •,!!!? " "fill 
POSITION 1ft, 141? " C APPRO*. 25 SEC 

S 3" 
LI 14ft GAP = 2 
OX ibH NTE=1 

CV 168 DIM MVXC3G83 ,MVYT3603 
KP 170 DIM MYX2 C3GB1 ,MYY2E3GB* 
XI ISO DIM A5SIGNC7,7> 
OK 190 DEG 

GU 1*5 REM These lines set up a lookup 
tdbie, which the Main program 
consults . , -tines 286-258 

iT 200 FOR K=ft TO 360 STEP GAP 

00 218 HYX r.X>=5INCX3«COSCK>*30*48 
VR 220 MYY <H3 -SIN CK3 «75+9ft 

OH 238 HYM2CX3 =COSCK3*3ft+40 

FY 248 MYY2tH3=SINCK3*C0StX*#7S+90 

HE 2S8 NEK T X 

IG 255 REH These lines set up the COlOU 
r rotation values, so reducing cal 

c- illation in the nain program 

01 268 FOR LOOP=1 TO 7 
RU 270 READ X 

JB 288 ASSIGN (1, L0OP3 =3* 

AD 290 NEWT LOOP 

ON 388 FOR L00P=2 TO 7 

AT 318 ^ifl L00P2=1 TO 7, 

YH 3Z8 TEMP^ASSIGN (LODP-1 ,L0OP2J 

ED 33B ASSIGN ILOOP , L0OP2 1 - f TEMP*Z> 

MOD 47+33«CTEHP=463 
ftfl 348 MEM T L00P2 

ZH 358 Mf HI LOOP 
OH 368 E HDP ROC 

PE 370 * — 

PG 300 — 

OD 398 PROC ZAP 

UL 4«ft C-CC+X3 HO* 9+2*CC=8* 
00 41ft ENDPROC 

OV 428 *■ ~ 

OH 43© ■ ' 

OH 448 PROC AHIHATE 

Sfl 458 POKE 7BG t ASSIGN CNTE , li 

TY 468 POKE 78 7 , ASSIGN tNTE , 23 

CI 47ft SETCOLOR 9, 2 t ASSIGN CNTE , 33-32 

EF 488 SETCOLOR 1,2, ASSIGN INTE > 41 ~3 2 

GC 490 SETCOLOR 2 t 2 , ASSIGH CUTE t 53 -32 

KG 500 SETCOLOR 3, 2 , ASSIGN TNTE , 03 ~ 32 

JO 518 SETCOLOR 4 , 2 , AS SIGN CHTE , 7» "32 

OT 628 NTE-tMTE+11 MOD 0+ <NTE=73 

OT 538 ENDPROC 

PA 548 — 

PC 559 — -■ _ 

ZT 5 GO PROC CIRCLES 
GK 578 C-2 

LU 588 FOR LOOP=RDIUS TO I STEP -INC 
HZ 590 COLOR C 



UH 688 CIRCLE X , Y » L 00 P , L O 0 P * V SCALE 

f .i 6ie f mi r zap 

HZ 628 EKEC ANIMATE 

Z U 638 HEKT LOOP 

UN G4ft FMDPROC 

PD 650 1 

PF 060 

LL ere PROC PLOT 

EO 6SO PLOT K-I, Y-3 :DRAMTO X+l.Y-J 

EH 698 PLOT X- 2 * V- 2 ! OR AHT 0 H+2,Y-2 

ZK 700 FOR LOOP-1 TO i 

FN 718 PLOT K-3, Y*LOOP: DHAMIO X*3,Y+L 

OOP 

ZU 728 

AF 730 

AP 740 



NEXT LOOP 

PLOT X-2,Y+2: DRAHTO K+2-V+Z 
PLOT X-1, Y+3JDRAHT0 X + l , Y*3 



UZ 758 END PR Of: 

PG 760 — 



PI 778 

LZ 700 PROC TEST 

C-Z 



GO 798 

LU 808 

SR 005 

YZ S06 

JV 607 

TZ 818 

ME 828 

OO 038 

KC 848 

MY ftSft 

GG 868 

V5 078 

AJ 808 

G6 698 

YE 895 

HO 960 

XV 710 

1 

UH 928 
HI 938 
HO 94ft 
CZ 958 
UU 968 
HP 5 78 
HO 980 
ID 990 
HP 1888 
3 3 

uu loie 

OK 1820 
OR 1030 
OE 1846 
UD 1050 
■X 18GB 
OH 1670 
ELI 3 
UP L808 
PF 1098 
OK HOB 
CH 1110 



GRAPHICS 16 

COLOR CITEMT 0,162," HASI*" 
EXEC ZAP : EXEC ZAP L EKEC ZAP 
COLOR CsTEKT ftjOj" TUR60" 
FOR X-1 TO 48 

COLOR C ! PLOT KjX+10 

DR AHT 0 08-X,X + 16 

DRAHTO 60-H,168-X 

DRAHTO X,18«-X 

DRAHTO X f X+10 

FCOLOR C 

PAINT X*3.H+18 

EXEC ZAP 

EXEC ANIMATE 
NEXT X 

« = 24 i Y = 94 E RDIUS=16 ; V5CALE=1 ! INC = 

EXEC CIRCLES 
X=S5 

EKEC CIRCLES 

X=48 ! V=l 36 : R6rU5=L4 

EKEC CIRCLES 

C = 5 

FOR L=ft TO 36ft STEP GAP 
COLOR C 

K = TRilHC<HYHCL3 3 ! Y = TRUNC CHYY <L 

EXEC PLOT 
EKEC ZAP 
EXEC ANIMATE 
HE X T L 

FOR L=0 TO 368 STEP GAP 
COLOR C 

X=TRUNCCMYK2<L*3 ?Y = TRUNC CMYY2 

EHEC PLOT 

EXEC ZAP 

EKEC AMI MA T E 
NEKT L 




YK 1128 ENOPROC 

XM 1130 

XO 1146 

TH 1150 B MAIN 

Ktt 1108 EXEC SETUP 

OA 1170 EKEC TEST 

KO 1160 DO 

KF 1190 EKEC ANIMATE 

LO 1288 LOOP 

KJ 1210 ~ 

XH 1ZZB 

OS 1230 DATA 34 r 3G , 30 , 40 , 4 2 , 44 , 4G 
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MEMORANDUM 



t K 

uv 
af 

EE 

A Li 

HD 

JK 

r t 

HD 

K 0 
1-1 D 

T A 

LK 

TE 
i.l, 
ID 



OY 

rH 

JL 



Hf M 



rtitHttt 



REM tt 
HEM n 
REH » 
DEM a 

REM tt 
REM It 
REM 

REM 
LB EXEC 



MEMORANDUM B 
by tt 

Robert De letter n 

TURBO BAS*C tt 

— U 

MEN ATARI USER AUG 90 H 



ML! 
CF 
PR 
ML 
LS 
V* 
an 
EH 
TK 
OK 
PT 
OK 
RK 

on 



INIT 

20 TRAP 50:PPEH ttK i,a,>;0,"0 : MEMO" : TRAP 
40 

30 INPUT ItK 1 ; Hi : A $ £LEM(A$1 * ^ I > - B ^ :CiftTt) 
3B 

49 CLOSE OKI : TRAP BMENU-GPU MENU 

50 TBflP BMENU! CLOSE B^l:OpEM B*1,0,K0, 
"0 i MEMO"! CLOSE ttKl 

69 

70 B MENU 

60 GRAPHICS XO i CLOSE BK 1 ; EKEC BREAK : PL 
rOPEEK C55B1 ; POME 0L*X3 k 71 X POKE DL+6,01 
POKE DL+7,5tP0KE 0L+6 d 7 

40 POKE 7iO,96;P0KE 712,94lP0KE 704,11 
:POKE 700 j XZ t POKE 752, XI 

100 POSITION 5 # K0:? "MEMOR ARPUM" : POSIT 

110 POSITION 13,5!? "D APD" ; POSIT ION 
13,7 1? "S DELETE" I POSITION II,*!? "B 

SEARCH": POSITION 13; 11:7 "□ PRINT" 
12B POSITION 13,13:? "@ EKIT" 
130 POSITION 11,16:? JI (5Hett choice!" 
140 DP 
ISO 
111 
170 
IBB 



GET K 

IF ¥.-4? THEN COB APP 
IF K-5P THEN GOB DELETE 
IF W = 51 THEN GOB SEARCH 
IF K = 5Z THEN GOB V HINT 
IE K=S3 THEN GP» EXIT 
210 LOOP 

220 ^ - 

230 tt APP 

240 GRAPHICS *e : EXEC BREAK: POKE 752, XI 
EPOKE 71O,A0:P0KE 70^,K2:POKE 71Z,BO 
Z50 ? :7 i? ;? Press RETURN After A 

n entry Press ESC after all ent 

rieS," 

260 » :? ULSiPOSITIOH XO,10!? " r 



GJ 

JF 270 POSITION XO, 11 ; 7 "I 
JZ 200 POSIT JON K0,1Z:? "*( 



NH Z9P POSIII0M XO,n:-> " * 

YJ 300 POKE 6Z r Xl : PPKE 03,3S;PPKE 752 . KB 
HD 510 BJi""iPqitE 04, lit POKE OS , X2 ] 7 P««* 

I305 } E POKE 764 . 255 
BZ 320 GET K ; IE K-1SS AND 0$ = "" THEN 321 
OE 330 IF K=1SS THEN 4PO 

OX 340 IF K = 2? THEN PPKE B2,X2 E POKE OS, 31 
GOa MENU 

PS 350 IF H=12b AMD B5="" THEN 320 

SG 300 IF K = l2& ANP LENtP*>-3B THEN POSIT 

ION 30, lit ? " "MPOKE 0S,37tP0KE 04,11 

:? CHR*I3 1> ; :B$<LEN COS* GOTO 32* 
ZN 370 IF K = 12* THEN ? pHAS CK1 ? : B5 CLEN tBS 

1 1 ; GOTO 32B 
MX 3 S 8 ? CHRSCKl ; :B$ ILEhCBSI **1 J=CHR$CK> E 

IF LEM(B*1=75 THEN 410 
NO 390 GOTO 3ZP 

VO 40O IF LENtB$l <75 THEN OS CLEN CB$ 1 +K1 > " 

11 '*lGOTD 4BB 
PE 410 fi*tltH(fl$)Ui)-BS:IF LEN t AS 1 =1462$ 
GRAPH I Cb OIPOKE 75Z ( Kl:? :? ;7 :? 

KK 470 13 "you have- in DELETE entries . . 

„ or s tart a new <jisft . "ipause iso: 

GOB Mf. Mil 
IH 430 ENDIF 

QX 44B POSITION Kl,ll:7 E R 5 E PO^rT ION Kl„l 
2 i 7 ER*t*l,3B> ;fc=XltGOTQ 310 

PB 45B ^ " 

HY 4bH tt SEAMCH 

CE 470 GRAPHICS X0 : EMEC BREAK :*»0«E 752, Kl 
: POME 71ft. KO: POKE 71 Z, 6 3 PONE 70S* 10 

vu tse ? if if :* "Show all Bntr ies -p. a 
r Bearth 

MH 4*0 REPEAT :GET K 



HC SOB UNITIL K = ft? OH KiOIlTBftP 000 
HD 510 IF AS="" THEN CLS :? :* i? J 13N0 E« 
TRIES , . . " ! PAUSE 1B#: GOB MENU 
5Z0 IF K=6S:A-X1 :B=75 

CLS SPOSITION KZ,K» 
? A?ia < 0);' > IMtsfl fl* 7S : B-U* ; IF 
PEEK CB4I =Z1 : POSITION * 2 . 22 t 7 "iHlHJCfl 

GET KEY: IF KEY=27 THEB COM MEM 



HE 

ZJ 530 
PC 54 0 



ZS 550 
U 

UI 500 
NF 57B 



: ? : 7 



I N PU IT 



GOTO 530:ENDIF 
GOTO 54B : EHPIF 
HF 5*0 IF AS-"" THEN 51P 
PY 55* CLS SPOKE 752 .SO:? 

•*OK . give Me a word iiiln.2 letter si ■ 
. ."JCS :N=K1JP0KE 752, Kit? : 
HA BOO IF LEBtC*5<7;2 TMCB 590 
XY 010 CLS ! POSITION *2,K0 

CT 620 I=UINSTRCA$,C*,N> : IF I=K* THEN OSO 
PG 530 X = I DIV 7S:7 At 5 X*75 + *i * X*75+75 J J 7 
ULf 

BP 64B IF PEEK 10 4 5 ^*^122JJJj^LJ^^^£ 

ET K!IF K=2? THEM GQU MENU 
OS 050 N=«»7»*76[G0T0 610 
IZ tSfrO FMD1F 

UP 570 N=«*75+75: GOTO 020 

CD 6BB t tt "O 

iXW l i l W iCFf K ! TRAP BMENU i GPH MENU 

PL 0TO — ' ^ 

IE 7PB B DELETE 

HH 710 GRAPHICS K0 : POKE 752. XI: EKEC BREAK 
IPOKE 710, #»P POKE 712, S0! POKE 70S, 12; A 
= Klf 0 = 75 E TMP*-**" 
SK 720 IF A$ = "" THEN POSITION K2 , » : 7 ,f U^4a 

11 ! PAUSE 120! GPU MENU 



EO 73H POSITION X2,K3t? 



HOI ftJUND 



PH 740 POSITION 5^2,4:? H1 1 



BH 75B POSITIOH K2,5[? 

„ i •• 



IF 



BG 



?G0 POSITION 7,<i? 
■JJJXOV 1 : TRAP 85B 

770 POSITIOH K2,7i7 ULS 
KK 700 POSITIOH K2,0!? A*Cfi,Bl 
VF 7?0 FOR M-1B TO KB STEP -0 . 1 J SOUND KO, 

55 h LP, H: NEXT X 
UO BOP PO 

OH BIO GET KSIF K = 70 J POSITION i<2,0:^ Eft 
SiPOSITlPN X2,SI7 ER*<K1j3« :TMJ»*ILEH< 
TMP$I+K1J-A*CA,BJ :&=A+7B!0=t+75 

VC 620 GOTO 700;EBDIF 

HB 03P IF K=0S THEN E=K1 : A= 0+75 t 0=B+7S ! 

POSITION X2,Bf? ER$! POSITION K2,*i? ER 

5(K1, 3B1 : GOTO 700 

HJ 040 LOOP 

TO B50 POSITION X2 , 9 ; 7 "MRMIlUiaasf 1 : 

- T MP $ J TRAP BMEHU5PAUSE 120:COtt MEMO 

PH 060 ~ " 

MO B70 tt PRINT 

KP BOO POSITION 4ji6±? "prepare printer . 
Press a key " : GET K : TRAP ttMEBU : OPEN 

BXl, 0,7:*, "P! M tA = Kl: 0 = 75 
ML 09O 7 »Kl?n5CA,0I !7 HX1 I UL t : A= A+75 ; 5=6 

+751GGTP 09O 

OH 9«0 

DU 9 IP B EXIT 

HC 92i IF E=KP THEN GRAPHICS XPfCLft I END 
MM S30 A=X1 :5=7S:0PEN «KI , 0 , X0 , : MEMO" : T 
RAP 950 

OJ 940 7 HSilj AS CA,B3 :A = A + 75t0 = B+75:GOTfl 9 
4B 

PI 95* TRAP 4O0PO:CLOSE HK1 : G0APHICS KO:C 
LR ; EBB 

PI 9B« 

IZ 970 PRBC BREAK 

GZ 900 POKE 16, 64: POKE 53774,74 
HJ 990 END PROG 

XC 1000 " 

H T 1010 PRPC IttIT 

HI 102O DIM B*t75I .Ct 1501 ,ERt 1391 ,UL*C3 
71, AfftFftEtBJ 1001/21 ( TMP*eFRE<ftl -991 ! 
ERSIZ11=" ":ER5(39l=" "?ER* IK21 =ERS 

HB L#S0 UL* 1X11='—: ULS (371="-" :ULSfK2J 
= UL* 

¥0 1040 EMDPfrOC 

. „ 
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THE MAGIC RETURNS; 

PART 1 ■ THE AMUlf 

^^W^ he story begins. "Many years ago, in the area we naw 
I call The Desolate Lands there dwelt a nation bom of 
wizards and witches," Unfortunately years of war, plus 
the evil mar h( nations of the dreaded Gadora left only ntne 
iiiu^cs. They formed the Circle of Nine and defeated Gadora, 
but now. several generations later, a young wit eh named 
Ledora (a reincarnation of Gadora, perhaps?) is ran sing major 
trouble, and the Nine have disappeared. 

Miii>ie appears Lo have left Ihe world forever, hut rumours say 
that it eoult] be restored if only someone could search out the 
key anrl survive the ordeals of the Northern wastes. Guess who 
gets the chance to try? That's right! Yuu! 

You start the game on a lonely mountainside; death awaits 
you if you venture east into a dark cave, south into a treacher- 
ous marsh, or north across a windy mountainside. So you had 
better go west! Here you meet a mysterious hermit. If you 
TALK he will offer you help in return for some fuel for his fire. 
Unfortunately you have none and don't seem to have any way 
of getting to somewhere where there might he somet Never fear, 
the coded hints below will get you started, as well as telling 
you what to do with the strange ring that the hermit gives you. 
You will now be able to reach lots more places and find lots 
more puzzles to solve? 

The Amulet Is a straight text adventure- in the traditional style- 
most of the time you type in VERB NOUN, e.g, FILL BUCKET, 
and the game responds with some text telling you the results 
oi'your actions. 

This is Tiara Software's firsl offering, so don't expec t as 
polished a product as some of the lull price offerings from the 
long established companies (all of whom appear to have for- 
saken the 8-blt world!}. The programmer, Peter Lister, admits 
that he learnt a lot by producing The Amulet and Part 2 (The 
Castle) is going to be even better! 

One problem is lhal The Amulet is quite a large game, and 
(■manning it all in without hating some of the compression 
tools that Ihe bigger companies have developed over the years 
has meant that there is not enough room to handle all the 
verbs, nouns and ideas which you may have. So r don't waste 
time trying to say PUT THE XXXX IN THE LAMP, just say FILL 
LAMP (ind i1 will work (as km^ us you have the XXXX1 - no I 
am not going to tell you what It is!) and do be sure to try all the 
nouns you can see in the text - including the location descrlp- 
lion for example, at the Oasis, described as a pool of 
brackish water' , neither EXAMINE POOL nor EXAMINE 
WATER will work, but EXAMINE OASIS does! (The Oasis, 
despite being small, does apparently block your way south - 
you need to get past it - see below for a coded hint.) 
Likewise, lack of space prevents the program giving you 
reasons for some logical inconsistencies - e.g. why CANT I use 
a shovel to propel the Boat, put anything in the bucket, throw 
things at the demon, look Inside the log, call the Carbide 
Crystal a Crystal rather than a Carbide, etc? 
All ihat aside, as long as you are prepared to accept these 
little frustrations, you will find the Amulet an absorbing 
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adventure. It has a nice plot line, lots of places to explore, and 
some Interesting little problems to solve. It also has a very fast 
response time (with short diskette reads for initial descriptions 
of locations) and a useful instantaneous SAVE to memory as 
well as to diskette, (Beware though - the memory SAVE is lost 
if you die completely - so be sure to do some diskelle SAVEs as 
well!) 

Do you remember those awful Magnetic Scrolls conversions 
with the 30 second response times? Despite Its limitations The 
Amulet Is infinitely more playable! 

It is always nice to see new adventures for the XL/XE, lets 
hope Tiara Software go on to produce some masterpieces in 
the future. 



HINTS 

{replace each letter with the previous letter in Ihe alphabet} 

Getting started: DMJNC TD5FF. HFU TUPOF. V. V. 0. 
Using the Ring: go to the DUNOFZ* GBDF TPVUL XFBS 
SJOH. SVC SJOH. 
The Oaals: DSPTT PBTJT, 

Yard: Once you have the door open: FYBNJOF EPRS. 
Bucket: TIBLF DMPBL 

Marsh: XFBS DMPBL 

1 

• GAMEPLAY - Standard text adventure. Limited 
vocabulary, good response time 

m SOUND AND SIGHT- Nice legible character set 

• VERDICT - A little primitive in places* but not a bad 
first offering from a new company. Well worth a go 
at the budget price 

The Magic Returns: Part 1 - The Amulet 
Publisher - Tiara Software 
Price - £9,95 (disk only) 
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XL/XE TYPE-IN 



CASTLE 
EAYOR 



c 



nstte Kayor is situated on (op of a mountain and is 
constantly surrounded by dark dreary clouds. It Is 
inhabited by a mad scientist, Prof. Von Iter Nndelkopf 
and his humble servant, OmptiUidolOuS IV. The proles 
sor, while experimenting with dangerous chemical?, 
inadvertently turned himself in lo a five metre tall 
monster with seven heads, twenty legs and a severe 
headache. Obviously, somebody must iind the antidote 
and return Prof. Von Dear Nudelkopf back to his normal 
insane self. The only person who can do this is Ortlpti- 
tudolous IV. You must guide him through the many 
dangers of the laboratory of Castle Eayor and collect 
the bottles of antidote which lie scattered throughout 

GAMEPLAY 

On the screen you will be located at the bottom left 
comer. You may notice that partsof the floor dis- 
appear, and that there is electricity flowing from the 
light bulbs. Falling down the holes in the floors is not 
good for the melaholism and the electricity is not good 
for the hair-do, so it is ad\isable to avoid them. As you 
walk across you will see underneath you a piece of the 
framework has an arrow on it. This is a teleporter. It 
will teleport you up one level of the screen but. unfor- 
tunately, it is not working properly so it could teleport 
you anywhere on the next level. As you may have 
guessed if you gel teleported onto a piece of framework 
that isn't there, well, then you go down to the boitorn 
level the hard way! To activate the teleporter, press fire 
while standing over it (make sure it's there when you 
do!). When you have collected three bottles of antidote, 
go to the top right comer of the screen to be teleported 
to the next screen. 

by Trevor Prendergast 



CONTROL 

Joystick controls left and right movement 

Fire activates teleporters 

On the title screen, press start to begin game 
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aa i rem * 

LO 2 REM * 

CH 3 HEM » 

AB 4 REM » ■ - 

VH 5 REM * MEN ATARI USER - EN&LAHb 
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by 
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H 
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EH 6 REM MWKMWKUKWKMHWllMNXKXMItWmaiKWWX 

JH 10 POKE 5S9,0;G0SUB lBSflSGOTO BBflfl 

L H 15 SCREEN=Z88 0 : MX=8 : MY -26 ; TIME -15 S LIFE 

=5 ; SC~8; DOT— 8 : L.EM-I 
MP 28 GRAPHICS 17:P0KE 75* , CUB/ 25* 
UL 38 FOR H = » TO 3:S0UND H , i» , fl , « iNEXT X 
KS 40 MX ~ 0 J H V - 2 0 : T I ME ~ 2 0 ; PO S Z T 1 0 N 8,0 
ZF 42 POKE 711 j 143 ; POKE 709, 25S! POKE 710, 

143; POKE 712,0 
MC 45 G0SU0 SCREEN 

RC SB POSITION 4,23:7 B6 } "BOTTLE S " 
DG 68 POKE 2«,» 

IE 9* REM ^^^KEEmHEE^NHNHHl 

WZ IBB 5T-5TICKCO) 

HP 110 IF ST=7 T HE H GOSUB 5BO S GOTO 158 
WU 128 IF 51=11 THE* GOSUB 688rGOT0 158 
jg ISO IF NOT PEEK £6443 T HE H GOSUB BOO 
MT 168 IF PEEKtZOl <15« THEM POKE 7O9,OsP0 

KE 718 , 143 ! SOUND 1,280,12,3 
III 17B IF PEEK C20> >150 THEN POKE 70S,ZS5; 

POKE 71B , O I SOUND 1,227,12,3 
AR ISO IF TIME<18 THE H PDSITIOM 16,1;? H6 

I "8"*; INT £TIHE> ; : GOTO 1?8 
PG 18S POSITION 16,1:? B6; IHT CTIMEl 
T€ 198 IF T I ME -IKT S T I HE 3 THEN FOR TM=15 T 

G 0 STEP — 1 ! SOUND 3,6,6,THlHEMT TM: SOU 

H It < r 15,0,0 
EG 1*S T I ME — T I ME ^ O . 0 < 

DK 288 LOCATE MH . MY *2 , FLOOR ; IF tFI_00R=lt7 
OS FLOOR-1713 AND P£EKC71»)=0 THEN GO 
TO 1708 

Eft 205 IF INT (TIME) =8 THEM GOTO 40190 
HH 210 POSITION 2,1!? «6 ; SC ! POS ITI ON 18*1 
l? Bt»;l Iff 

ZH 215 IF CMY=4 AND BOT>=3J AND HK^I» THE 

N GOTO 3BOB 
TI Z28 POSITION 12 , 23 I ? tth ; H 0 I ; 
LI 3BB GOTO 1 88 

HH 499 REM NHNHNHHl Ml — BhHHHHI 

JO 508 GOSUB 555iH$~*'KC" 

. ir " - r mum 
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UF 505 POSITION MM , MY : 7 Hfc ; " "| POSITION M 

X , MY* 1 ; ? »6; " " 

JM 507 HH-HK+lilF HX>19 THE N MH = 19 

KS SlO POSITION MX , MY : 7 06 J M K"!P05ITI0N H 

X , MV + 1 : 7 D6 ; 
fl*f SIS FOR G = A5 TO 0 STEP -U50UND 0,100, 

S r G; NEXT G 

<JU 528 POSITION MX , MY : ? tt&; "K" J POSIT 101 H 

x . my+1 : ? a6j**c** 

IY 518 FOB G=15 10 O STEP -l: SOUND 0,19,8 

, G ! ME XT G 
ZL 559 RF ? UN N 

II 555 LOCATE MX* (MX (19 3 , MY, THING 

5H 568 IF THIHG-42 THEN GD5UB 98«:RETURN 

Pit 565 IF CTHgHG=29 AND PEEK 1 7893 < J 81 TNE 

M POP ! POP !GOTO 1500 
IT 590 RETURN 

-IK 688 G05UB 65 5 = ■■ 

UG OAS POSITION MX , MY : ? tt6; " : POSITION M 

KjMY+llT US;"* M 
AO 607 MX^MX-U IF MH < fl THEN HK-0 
ET 618 POSITION MX , MY : 7 «6 ; ■■*» ! POSITION M 

7 H6;"$" 

YK 015 FOR G = l5 TO O STEP -1± SOUND 0,75,0 
, G I HE X T G 

OW 628 POSITION MX , MY I 7 «6 * "It" ! POS I T ION M 

X , MY ♦ 1 t 7 «6; "3 " 
SK 630 FOR G-1S TO O STEP I: SOUND 0,00,0 

, G:HEXT G 
IH 6 5 C RETURN 

TC 655 LOCATE MX~ CHK> 13 , MY , THING 

5U 660 IF THlHG=42 THEN G0SU6 900 ; RETURN 

HD hhh IF t THING =29 AND PEEK (789) <>03 THE 

N P0P : POP :G0TO 1530 
IU 698 RETURN 

OA 799 rem ^^KD39!I;^^H 

UH &O0 LOCATE MH , MY + 2. , LIFT : IF LIFT=139 OR 

LIFT=171 THEN GOTO 018 
ZT 005 RETURN 

TU 01« POSITION MX, MY!? ttb j « "t POSITION M 

X,HY+l!? »0;" " 
IL 015 MY-MY-4 : MX = INT CRND C8>«1?1 
UH B17 FOR H=B TO 58: SOUND 8 , RND (01 *25 , 1 8 

,1S:HEHT K!SOUND O, 0,0,0 
IF »20 POSITION HK,MY:7 B* ; M$ ti , 1> : POSI T I 

ON NH , HY + 1 ; 7 B6JMSC2J 
ZK BIO RETURN 

AI 900 SC-Sfc+5 : BOT=flOT+l 1 RETURN 

KP 100B REM ^—ITTTTTT * ffJ»>1 fl#f !f 41 f il T E» 

«« 1885 N=ll!CH0~57344 : CHB= CPEEK (1063 ~63 « 
256 

NO 1010 OIM A$tN> ,H*CZ1 ,MORD* (28* : A$ = "*B*K 

A(J ♦#= + -■■ 
10 1815 POKE 756, CHB/256 

MR 1020 FOR N~6 TO 511 ; POKE CHB+K , PEEK <CH 
0 + X3 JNEXT X 



UH 1O30 FOR X-l TO N 

FO (035 CHAO-CHO+ <ASC CA$ tttl 3 -323 **B 
WL 1848 FOR 8=8 TO 7 
TK 1050 RE AO I 
LA I860 POKE CHAD+D,I 
OH 1870 NEXT D 
I H | Dftfl NEXT X 
HJ 1005 GOSUO 0080; RETURN 
SU 1188 DATA ZS , 1 4 , 38 , 6 , 36, 12 , 20 , Z6 
¥0 1110 DATA 26, 26,30,14, 12,19, 161 , 66 
GD 1128 DATA 120,112,128,96,128,48,80,88 
PH 1130 DATA 06,00, 120, 112,46, 72, 133,66 
NJ 1140 DATA SB, OB, 12B, 112,32, 32, 32, 48 
YK 1150 DATA 26,26,30,14,4,4,4,12 
HP 1168 DATA 255, 24 , 24 , 24 , 2 4 , 24 , 24,255 
RK 1178 DATA 24,8.24,24,60,68,60,60 
TH 1100 DATA 16,32,16,6,16,32,16,8 
00 1198 DATA 255,2 31,195, 129,231,231,231, 
255 

HD 1288 OAT A 24,24,24,24,24,60, 126,255 
OE 1499 REM 0 T* 0 M VM » frT7¥rrrT^l— 

Oil 1500 POSITION MM , HY i 1" BOj" " ! POSITION 

MX,MY+1 : 7 B6j " »■ 
HS 1518 POSITION MX *i , MY % ? «0 i "K" ! POS ITIO 

N HM + l,MY + i!? H6 } " (" J GOTO 1550 
PD 1538 POSITION MX , MY 1 7 N6 J POSITION 

MM,MY + 1J? «&;■■ ■■ 
OE 1540 POSITIOH MM ~ 1 , MY : ? «0 ; J PO SIT 10 

N MX-1, MY+1 ! ? «6J "J " 
HG 1550 FOR X=0 TO 255 s SOUND 0,M,2,10iSOU 

ND 1,W, 42,10; PONE 712, H i NEXT H 
UO 1560 SOUND O , O , 8 , 8 i SOUHD 1,8,0,0 
UD 1578 LIFE=LIFE"1 ilF LIFC^O THEN GOTO 5 

808 

ML 1580 DOT-BiGOTO 48 

AO 1699 REM — — — TTN — il ■ M?TTTTFT1^——— 

KH 170O FOR POS-HY TO J2 

MO 1718 POSITIOH MX, POS:? S6 f MS CI , 11 ! P OS I 

TION HK,POS+l:7 06;HSC23 
¥F 1720 POSITION MX, POS-l:? B6 ; " " 
F5 1738 SOUND 8 , PO S*8 , Ifl , 1 5 i FOR LK=0 TO Z 

OlREXT IK 
10 17S8 NEHT POS 

YA 1755 POSITION MK,P05-Ii? *S6 ; " "sPOSITI 

ON MX, POS;? »6; " " 
LK 1768 FOR GH=45 TO O STEP -± 
UB 1770 SOUND 0,10,8,GH/? 
ML 17S0 HE XT Gft 

TR 1016 LIFE=LIFE-1 ; IF LIFE^O THEN GOTO 5 



SCREEN Hi 



LI 1620 BOT-eiGOTO 48 

KO L999 REM 

VV 2000 t «6i" SUCRE LIVES TIME "j 

IB 2 08 2 7 «0;" 88 00 00 »| 

UL Z604 7 tt6; 'AXVX^VXXX^XXVVVXVVV 

IU ZQ86 7 B6 ; 11 - - »■ 

DI ZOOS ? B6;» 4 i 
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CF 2Q18 ? 86;" 4 

JM ZB12 ? B6 'AVVMI 

HC 2014 7 86 ; " - 

IH Z01& ? B6J" 4 4» 

AI 2018 7 86;" 4 4 

AB 20 29 ? tih; kVWHkUWWV 

IK 2B22 7 86;" 

LG 2024 ? 86;" 

BE 2826 7 H6 ; " 



4 * 



§ " t 
- "j 



kn Z82B ? <«xKVMHramxtfk- 

BS 203B 7 86 ;" 

LU 28 32 ? 86;" * 

CM 283* 7 BS;" 4 

DS 2 836 7 ; "LkYVW 

AV 2B38 7 B6*" 

MB 284 B 7 «6j"K * 

SL 284? ? 86;" C 4 

ZR 2044 7 He j A\V\\V\\\\\\\\\\\V1"' 

BB 26S0 RETURN 

VB 2839 HEM HMBlM^CMI^H 

UK 2188 7 86;" *0CRE LIUES TIME "J 
ID 2192 ? tf*J" 88 88 86 "J 

UN 2184 7 Hfif 




Z H 


2186 


7 


86; M 


"I 


r-K 


210s 


f 


B6; '■ 


* * 


" H 


21ifl 


7 




4 + 11 J 


bU 


2112 




B6 ; 




EE 


2114 


? 


***;" - 


») 


MO 


2115 


7 


86;" + 


+ * "J 


DO 


2113 


T 


86 I " 4 


4 M J 


OK 


2128 


t 


86 ; L\V\\m\\\\\UWiW ; 


BM 


'I J 22 


7 


86 ; " - 


- - M J 


cc 


2124 




B6; M + 


4 » 4 4 4 


UH 


2126 


? 


#6 r* * 


4 4 +4 "{ 


KB 


2120 


? 


B6;"Mft 






?i Jb 


•t 


B6 J " 


"i 


ID 


2132 


7 


86 1" 


*4 4 "; 


CU 


21 J4 




Be i 


4 4 "; 


as 


2136 


7 






HA 


2130 


7 


B6J" - 


"J 


HP 


2140 


7 


B6;"K 4 


4 4 * "J 


&T 


2142 


? 


ae; M t * 


4 * "J 


AK 


2144 


7 




BH 


21*6 


HCTUR* 




:f 


215? 


REM I^^H 




u/ 


2288 


7 


86;" SOCRE LIVES TIME "j 


IF 


2282 


7 


86;" 88 08 BO «*J 


UP 


2 284 


7 


86 J ' m\\\\\\V\\\V\\\\V " i 


&V 


2286 


7 


86;" 


- 


CO 


2200 


? 




4 4 "J 


01 


Z21B 


■j 


Bfci " 


4 + ■*) 


01 


2212 


7 


86 j yAv^vxxvwvwiw ; 


KG 


2214 


? 


86;" - 


"J 


HU 


221& 


? 


BGi" 4 


4 4 *■'; 


BE 


2218 


? 


86 ; 11 + 


4 * *»J 


VR 


Z2ZB 


i 




LU\U\U\\U\\W ; 


10 


2222 


■? 


Bt;" - 


_ _ _, ■ 


zo 


2224 


7 


Ub 1 f '*t* 


4 4 4 4"; 


UI 


22Z6 


T 


BBJ" 4 


4 +44"! 



JD ZZZS 
Hk 2238 
IY 2232 
JG 2234 
CY 2236 
OP 2238 
TG 2248 
KM 2242 
LJ 2244 
SF 2290 
AJ 2233 
WB 2300 
IH 2302 
UR 23Q4 
SO 2386 
PK 2308 
EH 2310 
UC 2 312 
HV 2314 
AJ 2316 
AR 2310 
OD 2320 
HQ 2 32 2 
JK 2 324 
AR 2326 
YD Z32B 
ML 2330 
PT 2332 
AH 2334 
HA 2336 
BE 2336 
MJ 2348 
DR 2342 
UF 2344 
*H 2390 
0H 2339 
HO 2488 
IJ 2482 
UT 2404 



? B6; f, iM 

f 86 J " _ „ _ _ ~ » - - - ~ "J 
7 B6?"4 i 4 4 4 * * 4 4 4 " J 
? B6;"4 444*44444'*; 

7 j ^umxvxmviixw 1 ; 

? tt6; M - - M J 

7 86;"X + * 444 

7 S6;"C 4 4 444 " t 

? mumxmxiw'i 

RETURH 



REM 




LIVES TIME " j 
80 B8 *»J 



YC 248G 7 B6i" --------- "i 

«C 2400 7 B6i" 4 4 4 4 4 4 4*4 4 "J 

KZ 241B 7 W|" 4 4 4 4 4 4 4 4 4 "J 

■M 2412 7 86 ; U^VXirakVWlXV 1 i 

MH 2414 ? B6;" " ~ "J 

AL 2416 ? «6!*« 4 4 * M J 

AT 2410 7 »0J" 4 4 4 "i 

of Z42G f 86; \UU\UWHk\\VW; 



HF 2422 7 86 J" - - 

RU Z42 4 7 »6;" 4 4 4 

HT 242G 7 B6J"*4 4 4- 



444 
444 



HI* 2428 7 Mi'WkXVWWWVlKI 1 '. 



ZH 2430 7 B6:" - 

JF 2432 7 B*;" 4 * 

&J 2434 * «G;" 4 

JH 2436 ? 86; 

OT 2430 ? »6J" 

T A Z44B 7 B6;-*K 4 

HO 2442 7 8G;"t 4 
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AL 2444 ? «*> ; k\\WU\Mk\\Tk1ll] ' ; 

BJ Z4^6 RETURN 

uy z??? rem ^^HUllSlCiailH^^H 

JH $000 POSITION MM , MY ! ? B6;** "J POSITION 
MX,HY+1:? »6;" "3 

sk saei for x = b to 58:soukd o, rhd <8**25 , 1 

0. L^MtHl H ; SOUND 8,0,0,0 
UE 3082 GRAPHICS 18 ! SETCOLOR 0,4,15: SETCO 

LOR 1 ,*,15;5ETC0LDR 3,13,15 
JH 1006 IF SCREEH-2488 THEN POP :G0TO 45* 

0 

OF 3806 FOR X = 8 TO 3 : SOUND X,8,0,8:NEXT K 
PQ 3010 MORD$r"weI 1 done H' i 1 = 3 

it 3828 fob x=i to len chords j 

HB 3830 A$=HORD$ (Xj K) S T"T + 1 

KK 3040 FOB DOHN-1 TO 4 

LZ 3050 POSITION T, DOWNS? H6;ftS 

SC JB60 POSITION T , DOWM-l : ? B6 : " " 

MO 3078 SOUND 8 , D0HH*58 , iO , 40 

UP 3888 FOR G-8 TO 15 : NEXT & 

CD 3098 NEK T DOWN: NEXT X 

UZ 3180 HORD$-"LEVEL COMPLETED" 

ER 3110 W0RI>$«7, B3 =STR$tl_EV> ! T = 0 

IU 3128 FOR K=l TO LEN CHORD* J 

HD 3130 *S-HORDS tX , X3 : T"T+ 3 

LA 3140 FOR flCH0SS=16 TO T STEP ~1 

YE I150 POSITION ACROSS , 6 t T «6 j A$; ,l 

TV 3168 SOUND 8, ACROSS ,2,18 

AN 3168 NEXT ACROSS ; NEXT X 

FU 3190 M0Rt>5 -" JAJ UT3Q Itil'JJI 

HZ 3288 WORD $€15,26) — C HP £ t C A SC CSTRSCLEU+1 

1 J -321 +1ZB1 : T - -1 
IU 3Z10 FOR H-l TO LEU (WORD* ) 
HC 3 2 20 ftS = HORDSCH,HJ rT = T+_I 
UE 3230 FOR UP=10 TO 0 STEP - 1 
71 324 0 POSITION T,UFi? ah ; A O 
HX 3250 POSITION T.UPUi? 06;" " 
CU 3260 SOUHD O , UP*58 , 18 , 15 
UC 3270 FOP C=0 TO 5 \ NEKT G 
OC 3Z88 NEXT UP : NEXT K 

OC 3258 FOR H = 8 TO 3 I SOUND X,0,B,8;NEMT K 
SO 3306 FOR S-180 TO 254 STEP 1 
VR 3318 SOUND 0,S. 10.15I SOUND- 1,5+1,10,15 
JJ 3328 NEKT S 

HL 3330 FOR C=6 TO 25B;NEKT C 
YH 3346 SCREEN^SCRECN+108 : BOT=8 : LEU-LEV+1 
;GOTO 20 

YG 3 959 REW ^^^mnVE^N^NH 

FC 40O0 POSITION 16,1!? B6; "OB" 

SH 4005 POSITION 4,12;? 06i"DtlT OF TIME 1 " 

TF 401O FOR G-B TO 380 : NEXT -G 

NZ 4O20 LIFE=LIFE-1EIF LIFE=0 THEN 5080 

OL 4830 GOTO 40 

FC 4459 REH TT^l W^nTJWTOT> 



4499 REH 

AV 4588 GRAPHICS 6: POKE 710, 8 : POKE 709,16 

r POKE 752,1: POKE 82,6 
TU 4518 POSITION 8,8 

KA 4528 ? » CONGRATULATIONS" 



0 YOU FOR" 

FK 4540 ? " HELPING HIM * SCiftPF , BUT HE RE 
rtF MIJ E S 5 ** 

AX 4556 * " THAT ME EEFT THE G&S ON IN TM 
E CASTLE " 

JM 4508 ? "AND WILL HEED YOUR HELP TO GET 
IN AGAIN 4 ' 

CJ 4565 ? " YES FOLKS, BACK TO SQUAR 

E 1*' 

ICI 4570 FOR GH - 8 TO 508 

TV 4575 IF PEEK €7643 <>255 THEN POP ; GOTO 

6800 

OH 4568 NEXT GH : GOTO 0808 

IS 4999 REN — I I I I I'l I NNNNNNNNNN— 

TO 5880 GRAPHICS 18:POSITION 2,5:? B^'CE 

HEB UflMlBI " :POKF 718,15 
HA 5885 NN = 50!FOR G-l TO 2 : G05U0 5500 S NEK 

T C 

BR 5018 HN=20:G0SUB 5586 
OH 5015 NN=5B! GOSUB 5580 

T8 5828 SOUND 1, 193, 10, 15; SOUND 8,194,18, 

15SF0R K=8 TO 40 : NEKT K i SOUND 1,0,6,8: 

SOUND 8,0,8,8 
KU 5638 SOUND 8 , 216, 18 , 15 i SOUND 1,217, iO, 

lSlTDR X-0 TO 28 i NEKT X : SOUND 8,0, 8, Ol 

SOUND 1,0,6,8 
HJ 5835 RH-&8:F0R G = l TO 2:G0SUB 55 88: NEK 

T G 

CA 5848 NH=20! GOSUB 558B 
WH 50S5 NN- 108 ! GOSUB 5588 

OK 5866 POSITION 3,8;? B6;"¥0U» SCOHE=";5 
C 

DO 5878 FOR X-B TO 2O0:MEXT H 
PW 5058 GOTO 6008 

VC 5500 SOUND 1, 243, 10, 15 : SOUND 0, 244,18, 
15:FOR H-8 TO HN : NEXT M ; SO UNO 0,8,0,0: 
SOUND 1,0,8,8 

AO 5510 RETURN 

RO 5555 REM ^^^^^^HHII^HaniaT^HHB 

MJ 6800 GRAPHICS 17:DL=PE£K(568) +PEEK f 561 

>«256tP0KE 75t,CHB/Z56 
MS 5018 5ETC0L0R 6 , 2 , 15 I SE TCOLOR 1,6,15:5 

ETCOLOIl 2,6,15 :SETCOLOR 3,13,15 
OK 68Z0 POKE DL+7, 135: POKE DL + 15,1 35 : P OK E 

DL+Z4 , 13 5 : POKE DL+23,135 
EP 6838 POSITION 8 , 2 i * BO;" castle eay 

or" 

*Z 6040 POSITION 8,5:? OGj'-L-B" 
RY 6856 POSITION 1,10:? H6 J " J TREVOR PREN&E 
RGAST" 

KO 6850 FOR K=0 TO 15: POSITION H.ZB:? 06 j 

*'\»} !NEXT K 
OH 0078 POSITION 4,13:? Sb J ■ tl^lJjailAJJir 1 
TO 6875 POSITION 8,16:? H6;" M'M fl J I rFTTTTl 

n iv." 

OU 6886 t-K-8: MY-1H 

GN 6865 POSITION 4,21:? B6 J " ljJ.4tJ ^f33" 
FA 6108 FOR H-8 TO 10: GOSUB 500: GOSUB 6B1 
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AVAILABLE NOW! 



HAWKQUEST 

Tape £9.95 
Disk 



£17.95 



BOP 'N' WRESTLE 

64k - DISK ONLY 
£9.95 



PLASTRON 

£7.95 £9.95 
Tape Disk 



SUNARO 

FREEPGST P.O. BOX 78, 
MACCLESFIELD, CHESHIRE, SK1D 3YB ■ 
Telephone (0625) 25228 



Bournemouth & Poole Atari User Croup 

Publishers of 8: 16 the UKs No, i Atari Newsletter 
Full of useful articles on the Atari 8 bit / VCS and ST 
Subscription - £3.80 per year (4 issues) 
BaPAUG meetings first Friday of each month at Trie Kinson 
Community Centre, Bournemouth starting at 7pm. 
For subscription or more details contact 
lan Brooker, 163 Verity Crescent, Canford Heath, 
Poole, Dorset BH17 7TX 



Gralin International 

U Shillitn Ruud. Parksionc fc Pook t Dorset BH12 2BN 
Cheque s/Posial Orders only. Orders under £25 please add £] p&p. Overseas 
please add £2.50 per order. Please allow 28 days for delivery. SAH for caulo&uc, 



Atari ft bit ROM Sets 



Set 1: 



(No boxes or manuals) 
Kach set only £14.95 
Missile Command, Pac Man, 
Asteroids. Star Raiders, E»T. 
Phnric ET<wnc 
Set 2: Space Invaders, Galaxian, 

Defender, Oi k , E : .astcrn From 



Atari 8 bit ROMs 


- Itoxed 


L'l iULre Creator 


......£14.95 


Defender , 


.... £4,99 


Missile Command 


„£4.99 


PAC MAN 


£4 99 


P 1 LOT ProErimmj ng ] jnguagi: £37.50 




£4 99 


SAM Field Service Manuals 



520ST „ £37 50 

400/HOO/KOOXL/I30XE £24.95ea 
1050 disk drive £24.95 



Atari K bit Disks 



A Lan Writer Plus .....£9,95 

Chessmastcr 2000 £14.95 

Cut &. PaslC (Wordproces*or) . £] 7,50 

Electronic Drummer £12.50 

Fooblitzky £14.95 

Lightered C £39.95 

Kyan PASCAL £f>2 .00 

Music Studio £14.95 

Newsroom DTP £19.95 

Pop- N -ROC Iter {Trivia g*me) ..£24.95 

Song Writer £9.95 

Too Gunner Collection £19.95 



Hardware 



1020 Printer Plotter £19.95 

l200XL(NTSConly) £74,95 

1C Spares from £4 50 

P;ut<i[ IT s.ound di^iti/er .... £54.45 

RAM Rod XL £49.95 

Touch Tablet/Atari Artist ...£14.95 



Atari Writer Plus FREE with all orders over £50 



CASTLE EAYOR 



9 : HE XT X 

SO 6.185 POSITION 0,18:? OB; ■ ■* 1 * ;POSITTOM O 

»&;■■ ■■ 

EJ 6120 FOR K-18 TO 0 STEP -It GOSUB 6O0 1 G, 

QSUB 0010; NEXT H 
RE 6130 SETCOLOR 0 , PEE K C 2 8 J , 15 ! GOSlf B 6810 

: GOTO «N| 

HK 6810 IE PEEK 15327*1 = 6 THEM POP : GOTO 1 

5 

Bti 6620 RETURN 

IIP 8O0O GRAPHICS 0 £ POKE 82 , 8 1 POKE 78^,0 :P 

OKE 71B,ftsPOKE 752,1 
HP 8O10 ? 

FC BB28 POSITION 0,18 
. 17 B038 ? " CHILL IP SOFTWARE PRESENTS" 
CU 8048 GOSUB 5500 
FO 8850 GBSUB 8558 
DO 8B68 GOSUB B6D8 

LZ £078 POSITION 3,10:? " A TREVOR PREMDE 
RGAST PRODUCTION" 

ok aaao gosub ssob; gosub bssb; gosub 06»b 

KO 8858 GRAPHICS 17:P0KE 70S,* 

lv Biee position 4,181? ti6;"castle *ayor ,f 

CO 6110 GOSUB B588 
; GG 0120 SOUND B . 2 5S , IB , lO : SOUND 1,254,18, 
18 
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FF 8138 SOUND 2,253,10,10: PO K E 53768,1 

PG 0140 FOR GH=B TO 756: NEXT GH 

WE B15B SOUND » , O , tl , 8 ! SOUND 1,8,8*0; SOUND 

2,6,0,8: POKE 5376©, 03 RETURN 
SK 0500 FOR H-8 TO 15 : POKE 70S, X : FOR L- 8 

TO 2 3 HEX T L r NEXT K ! RETURN 
FF 0550 FOR ZKC=1 TO lBO:NEHT ZXC RETURN 
SP 0600 FOR K=15 TO 8 STEP -l;P0i£E 709,Kl 

FOR L = 8 TO 2 ; NEXT LiMEKT K ! RET URN 





'an enjoyable and worthwhile 

challenge * 



Anyone who travelled to the 
Atari 90 show hoping to find, 
more than a feint trace of the 
8-bit would have been rather dis- 
appointed. Atari were keen to show 
ofr their boldlyt?) styled TT arid had 
stands dedicated to the Mega ST 
range, STE, ATW. Portfolio and Lynx 
consoles but there was no sign of 
the neglected XE hardware and no 
new software on the 'Action Games' 
label. A few dealers had boxes of 
budget tapes to dispose of . IJAPAUG 
had everyone interested in a rare 
1200XL and, of course, PAGE 6 had 
lots of goodies for everyone, but the 
only company offering anything real- 
ly new was Harlequin who were 
showing, as promised, the first pro- 
duct in their exciting new range of 
full-priced 8-blt games - PLASTRON. 
Harlequin tell us that Plastron Is a 
tiny planet that also happens to be 
the richest known source of fossil 
fuels in the Universe. The Omni- 
Corp" have mined Plastron Tor over^ 
five centuries and consequently 
grown into the most powerful force 
of the Federated Galaxy - at the ex- 
pense of less fortunate planets. In a 
bid to undermine the Omni-Corp's 
escalating strength, the smaller na- 
tions have banded together and 
hired a group of pirates to steal fuel 
from Plastron. Hence, a small spat e 
ship enters the planet's orbit and 
despatches a shuttle to its surface. 
Surface Scavenger One embarks on 
a dangerous mission to collect fuel 
rods from (he zealously defended 
mine fields, with intern to transport 
them to a supply ship at the end of 
every /one. In command of the shut- 
tle, a lone pilot nervously grips the 
controls in preparation for battle. 

Title: PLASTRON 
Publisher: Harlequin 
Price: £7.99 cassette 
£9.99 disk 

Players: 1 

Reviewed by Paut Rixon 



The future is in your hands! 
The opening screen to Plastron fea- 
tures five bouncing spheres behind 
an attractively shaded title. It's 
almost a graphics demo in itself, but 
there's better to come once you com- 
mence the game. The action unfolds 
on a horizontally scrolling playfield 
with well-crafted backdrops of 
appropriate planetary scenery. The 
passage through Plastron is a hazar- 
dous one, since the zones are pla- 
gued by potholes, ditches, ramps, 
plants and other troublesome obsta- 
cles. These make It all too easy to 
crash your tiny buggy - which, lo he 
honest, is more like a teapot on 
wheels than a space-age attack 
craft! Fortunately, the inevitable 
mishaps are mainly a cause of frus- 
tration and do not cost you valuable 
lives, but you must also evade more 
dangerous missiles dropped from 
overhead craft, birds and other land- 
based nasties. To assist you in 
avoiding the multitude of adversar- 
ies, your buggy is equipped with a 



limited hopping ability which is re- 
plenished by locating and collecting 
appropriate canisters. Your objective 
in each zone is to collect a pre-deter- 
mined number of fuel rods - as soon 
as you've achieved this, the supply 
ship whisks you away to the follow- 
ing zone - where more interesting 
graphics, and even nastier irritants 
await your arrival. 
On the face of it, Plastron poses a 
relatively straightforward challenge, 
but the combination of good 
graphics, excellent music I a catchy 
composition by Richard MunnsJ and 
addictive gameplay make it an en- 
joyable and worthwhile challenge. 
It's one of those programs that ini- 
tially appears too simple lo appeal - 
until you realise the time that yon 
originally promised lo have just one 
more go'! Overall, Harlequin have 
made an excellent effort with their 
first Atari release, and il the forth- 
coming software is of a similar stan- 
dard then Zeppelin Games are going 
to be in for some stiff competition! 
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SB! GAMES „ MIT QAMES „ MIT GAMES 

HEAD OVER HEELS 



in 



Ocean Software are in - 
famous for their 
ignorance of the Atari. 
Despite periodic rumours of 
Atari conversions. Ocean have 
seldom Included the 8-bit in 
their busy release schedule, 
Things looked set to change in 
1987 when HEAD OVEK 
HEELS was completed In Atari 
format and even passed to one 
magazine for review. Alas, for 
reasons known only to I hern- 
selves, Ocean refused to re- 
lease it. To be honest, I did not 
have high hopes that Ocean' s 
budget Hi l Squad label would 
signal any change in policy ■ 
hvii gladly. I was wrong It 
seems that budget mania is 



Title- HEAD OVER HEELS 
Publisher The Hit Squad (Ocean) 
Price: £2.99 cossette 
Players; 1 
Loading. 17' 15" 

Reviewed by Paul Rixofi 



loo lucrative even for Ocean to 
resist, and Head Over Heels 
has at last seen the light of 
day! 

Mead Over Heels is a 3-D 
maze -based arcade adventure 
bearing more than a passing 
resemblance to Firebird's 
popular ChiimTa. The novelty 
is I hat you have control over 
two characters. Head who is 
naturally [he brains of (he 
operation - and Heels - the 
athletic member of the duo. 
Thf partners begin the game 
Imprisoned in the castle head- 
quarters of Blacktooth, and 
your aim is to guide them to- 
wards a market place where 
they join forces for the main 
phase of the mission, involv- 
ing the search for lost crowns 
on four distant planets. The 
plot isn't exactly crystal clear, 
but the game's so addictive 
that it hardly seems to matter! 

The shift key switches your 
control between the two char- 
acters, who face a series of 




challenging puzzles before 
they can hope to meet up with 
each other. Heels must find a 
bag to help him carry useful 
artifacts, whilst Hear! must 
search for a hooter which he 
uses to launch doughnuts at 
attacking monsters. Teleporls. 
springs, switches and con- 
veyor bells are Just a small 
selection of the objects that 
the pair will eventually en- 
counter. 

Without exaggeration, the 
game is a graphical master- 
piece. Each location is intri- 
cately drawn in the finest de- 



tail - all credit lo the artist lor 
,i magnlflrent achievement - 
There's liberal animation too. 
and an abundance of sound 
effects - although these can be 
adjusted lo suit your own pre- 
ference. I can't understand 
why Ocean wouldn't release 
the game three years ago - 
there's no doubt, it's the best 
I've played lor a very long 
time. With excellent gameplay. 
superb graphics, great sound 
and a ridiculous price tag of 
under three pounds. Head 
Over Heels is definitely an 
essential purchase! 




KICK OFF 



At the time of writing, 
the football competi- 
tion is just taking 
shape. England have drawn in 
a goal less match with Hol- 
land. West Germany have 
thrashed the United Arab 
Emirates, and The Cameroon 
seem to have a better chance 
ihan many of collecting Ihe 
World Cup! Whatever the 

eventual outcome, two (Minus, 
seem certain - Argentina 
aren't going lo get anywhere 
near the final, and Anco (the 
software company) have made 
a proverbial pig s ear of mar- 
keting the Atari version of 



KICK OFF, a soccer simulation 
already highly acclaimed on 
other machines. There's been 
no advertising, no press re- 
lease and no review copy - in 
fact, no indication of its exist- 
ence! How can Anco hope to 
improve their 8-btt sales if 
they don't announce releases? 
Anyway. Kick Off Is definitely 
available and conspicuous in 
physical terms at least - its 
packaging is enormous! The 
instruction leaflet inside Is un- 
fortunately not of equally giant 
proportion, and the page 
sequence seems to have be- 
come muddled at the printers. 



but with some effort you will 
find everything you need io 
know. The game is played via 
a scrolling window giving a 
birds- eye view of the pitch. 
The players are represented by 
small coloured blobs', high- 
lighted In while once a player 
is in possession of the ball - 
it's not exactly realism taken 
to extreme, but the general 
approach is surprisingly suc- 
cessful. 

I he main menu offers several 
options, the first giving you a 
chance to test the joystick 
movements and improve your 
handling skills. There's a 
separate option for practising 
penalties, and another to 
choose the match duration- 
Each game is invisibly super- 
vised by one of twelve referees, 
who have varying factors of 
experience and leniency, plus 
the power to issue yellow 
cards - and red ones - to 
either team. The computer 
supports corner kic ks, throw 



ins, tackles, fouls, tired play- 
ers, injuries and a lot more 
besides. For expert players, 
there is at] eight strung league 
competition lasting fourteen 
weeks and featuring interna- 
tional players with differing 
strengths and abilities. A save 
game feature is included here 
loo. 

Despite Anco's reluctance to 
promote It. Kick Oil' is easily 
the most detailed soccer simu- 
lation released on the Atari to 
date The graphics aren't 
stunning but the game has 
sufficient depth to compen- 
sate. If you're looking lbr a 
football game, this Is certainly 
one to consider. 



Title: KICK OFF 

Publisher Anco 

Price: £5 95 cassette/ 

£12.95 disk 
Players: 1/2 

Reviewed by Paul Rlxon 
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ZERO WAR 



Ail alien -infested space 
station is the setting, 
for the latest game 
from Harlequin, whose first re- 
lease PI ASTRO N is also re- 
viewed in I his issue. 
Another excellent musical 

i tmLposiUon accompanies the 
title page to ZERO WAR, 
which can only l>c described 
as a shoot' em up with a dif 
Terence. The space station In 
question consists of a central 
corridor with a series of secon- 
dary passages leading off at 
regular intervals, where 
groups of peculiar aliens are 
knmvTi In n'sidc. Your view is 
from the forward window of an 
attack fighter craft - the 



r 



title: ZERO WAR 
Publisher Harlequin 
Price: £7,99 cassette/ 

£9,99 disk 
Player's 1 

Reviewed by Paul Rixan 



graphics here are very well 
done, featuring an excellent 
animated perspective view of 
the station complex and well- 
equipped control panel of the 
craft. Chequered curbing, a la 
Pole Position, provides the 
necessary feeling of speed as 
you fly around (he corridors in 
search of c ombat. A message 
bar at the top of the screen 
warns of nearby nasties and a 
read-out below displays shield 
strength, energy and several 
other factors. 

Your eventual aim is to collect 
three crystals that provide 
your passport to subsequent 
see tors, hut first you must 
annihilate a variety of aliens. 
Once a corridor has been 
cleared, you have a split 
second chance to sbool down 
a container that. If you're sue 
cessful. may bring you a 
smart bomb. fuel, enhanced 
weaponry or an elusive crys 
taL There are 49 sectors, 
numerous corridors and a 



^rtititL PHt-siu m:i:ti to earning 




grand selection of well ani 
mated adversaries. You can 
tackle the nasties at full speed 
or while stationary', but re- 
dured points are awarded if 
you opt for the latter lactic. 
Colliding with an alien results 
in a loss of your shield 
strength, and isn't advisable 
as you don't have an awful lot 
in reserve! 

In addition to the aliens, 
there are several other prob- 
lems to negotiate laser doors 
In the main corridor require 
careful timing to destroy, and 
security cheeks arc forced 
upon you at frequent inter- 



vals. These involve three spin- 
ning objects and a lot of joys- 
tick waggling, and aren't al- 
ways easy to overcome - even 
when you know the method! I 
found them rather frustrating, 
personally. Fortunately, a 
password system allows you 
to re-enter those sectors that 
you've previously mastered. 
ZERO WAR is definitely one 
for shoot f em up fanatics who 
are looking for something dif- 
ferent. With great graphics, 
good music and a novel 
1heme. Harlequin should have 
no problems finding a market. 



i 




TITAN 



It's always nice to receive 
something new from 
Atlantis Software, who Ve 
kept an unusually low profile 
in the past few months - espe- 
cially when that something 
looks like being one of their 
most prestigious releases to 
datel 

TITAN is a shoot 'em up 
whieh runs along vaguely 
similar lines to the first phase 
of Red Rat's Rawkquest. Your 
objective is to save the 
Andromeda galaxy from the 
clutches of the evil war-lord 
Gamma 7, who has apparently 
developed hyperspace plat- 



forms to destroy all life forms 
In the area. It seems that 
you're I he last of the freedom 
lighters with a craft equipped 
ideally for the task in hand - 
multi-impact' shields, double 
pulsar lasers and white noise 
general ors tuned io (he re 
sonant frequency of the 

ll\ sp.n r pkirhums. Sh. ;ill 

you have to do is fly across the 
platforms long enough for the 
noise to take effect and end 
the war-lord s reign of terror. 
To commence the game you're 
required to select a location 
from a map of the Andromeda 
galaxy. As you point at the 



various planets, topical In for 
mat Ion Is displayed to help 
you decide which one you 
wish to attack, '['here are live 
planets and three alien squad 
rons to deal with in all. whieh 
can each be tackled at four 
alternative difficulty settings. 
The planets feature character- 
istic background scenery, 

;i|iril.s : i r 1 1 3 surfiue cannons 
v. 1 1 i 1 1 - the squadrons offer just 
one of these components - yes, 
the aliens of course! 
Occasionally > after you've 
successfully zapped the oppo- 
sition, a small capsule is re- 
leased that presents your 
opportunity to obiain supplies 
of additional fuel, speed, lives 
or bonus points. The nasties 
don't slop coming though, and 
I he return gunfire can be diffi- 
cult to avoid since the vertical- 
ly scrolling playtield extends 
over only a small portion of 
the screen. The remainder of 
the display is filled with status 



panels indicating your score, 
lives, fuel level and the nature 
of incoming alien craft. 
The graphics arc colour I ul 
and quite well drawn, with 
good animal ion, but the 
scrolling is exlremely slow and 
could be fru si rating for the 
more experienced arcadians 
Sound effects are basic, 
although not entirely unexpec- 
ted for a game of this nature. 
Overall, Titan has most, if not 
all the ingredients of an addlc- 
tive f high-class shoot 'em up 
competent graphics, multiple 
levels, fearsome fire power and 
a variety of aliens. I'd like to 
see lots more like this one 
from Atlantis! 



rme titan 

PL.blij.her Atlantis Software 
Pri::t: £2.99 cassette 
Players: l 
Loading: 16"30" 

Reviewed by Paul Rixon 
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SUBROUTINES 



SCREEN 
FLIPPING 



Changing the screen 
image - instantly! 



ROM MEUQflY 



RAW TOP 



-SCREEN MEMORY 
-DISPLAY U&T 



SCREEN I 



U&EP MEMORY' ■FAhC 



05 4 BASIC RAM 



5CREEN 7 MEMORV & DISPLAV U5T 
SCREEN 3 MEUORV ^ DISPLAY UST 
SCRFES i MEMORY f DISPLAY Ll&T 



COMPUTER MEMORY DIAGRAM 



HOT TO SCAlE 



GRAPHICS 


MEMORY 


'PAGES' OF 


MODE 


REQUIRED 


MEMORY 


0 


993 




1 


513 


3 


2 


261 


2 


3 


273 . 


2 


A 


537 


3 




1017 


A 


G 


2025 


8 


7 


3945 


16 




?900 





Ihave called this tutorial Screen Flipping as 1 think the 
term page flipping" which is often used lo describe the 
technique is a bit misleading as it is easy to confuse 
pages of memory (256 bytes each) and "pages' of screen data 
(which lake up dificienl amounts of memory depending on the 
graphics mode selected). What we are going to do is set up a 
means of storing more than one screen image in the compu- 
ters memory so that we can Ihen flip from one to another 
instantaneously with no delay while the new screen is drawn 
or recovered from disk. In fact I will show yon two different 
ways of screen flipping using examples that flip between four 
different screens. 

MEMORY MAP 

Before going through the two programs in detail I will outline 
the Atari's memory map as this should make ii easier to follow 
what comes later. The figure shows the memory of the compu- 
ter in the form of a stack. At the bottom is RAM (Random 
Access Memory) used by the operating system for various 
purposes and the RAM used by Basic and DOS (if you are 
using a disk drive). Next comes the actual Basic program area 
and then the Free RAM. Normally il is the top of this free RAM 
which is allocated to the screen (Screen RAM), and this is the 
area of memory that we will be manipulating. Above the top of 
Basic RAM (or RAMTOP) is ROM (Read Only Memory) whic h 
consists of the Basic or other ROM cartridge and the other 
chips in the computer such as POKEY, GTIA and ANTIC. The 
dotted layers In the top ol'free RAM represent areas of memory 
which we will set aside for screen data. Each of the layers will 
hold one screen. 

PROGRAM ONE 

The first method of screen flipping I* ihe easier In understand, 
and it allows screens with different graphics modes to be 
mixed, but it does not let you display one screen while drawing 
another. 

Lines 30 to 50 - First we look at the value in memory location 
559 and keep it in the variable SCREEN. Next we selec t the 
graphics mode (zero, or normal I ex I) and then we poke 559 
wilh ;tero to turn the screen off. This Is a cosmetic exercise 
which ensures that the screens we want are all drawn without 
being seen until we want to see them later In the program, II 
you prefer to watch what is going on to begin with delete line 
50 and leave out lines 150,270 and 380 as well. These lines 
switch the screen off after each graphics call as the graphics 
command I urns the screen on automatically. 
Lines 70 to 90 These lines write the text in the first screen. 
Line 100 pecks locations 560 and 561. These locations show 
where the start of the display list is at this time. The display 
list is a short program that instructs the Atari's graphics chip 
ANTIC how to produce the required screen. The start of the 
display list is found in locations 560 and 56 1 in low byte, high 
byte form. The current values in these locations are saved in 
variables DLL] and DLH1 for use later when we want to come 
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WO 1 fitn WMH H M M MKHUMMM M MMM I IMHWHHMH I CM h M i i 

CH 2 REN * TUTORIAL 5 LIB R OU TIMES * 

EH 4 HEM It SCREEN FLIP I * 

HII 5 REM * by * 

CO O REM * Ian Finlayson * 

Q€ ? REM * * 

UN H RCH * mu OTflRi UbER flUt t <^0 * 

HN 9 REH MMWfcHK W W M . M MM i fX II KMHltM I CM I tttHK H MMH 
AY 1 tt REM 

AZ 20 REM 

CO 38 SCREEM = PEEK CSS? 3 

L5 4fl GRAPHICS O 

HU EB POKE S S V , a 

E« 68 ? , 

I I 

I J" 

HC 70 ? "| THIS IS THE fIRST SCREEN I 

I COR fOP LEU EL Of THE MENU! I 

1 I ■■ 



PP 80 ? ,l | 
I 
I 

OJ ^0 ? "| 

I 



PRESS 2 , J OR 4 
FOR THE OTHER SCREENS 

0 TO OUIT 



I 
I 

i" 

I 

I 

J M 



B6 
UM 
UI 
VL 
¥U 
LH 

HI 

IK 

cm 

DF 
HH 

SB 
ET 
CS 
UN 

vc 



108 DLL 1 = PEEK C5&0J El>LHl=PE£K (5 613 

HO A-PEFK C1061 

1£0 REM M I tKMKl l H M M I C M MKIIMMW M M I C M KKMMlipt l t Hii 

130 POKE lOejR-4 

140 GRAPHICS 1? 

ISO POKE 559 , 8 

1&0 ? »6 ! ? tt& 

170 ? B&;" THIS 15 SCREEN 2 — 

"!? ttfc 

100 ? M&;* 1 EHnain Menu" 

ISO ? «6 ; ■■ tHTHIflD SELECTION" 

200 f 86;" EMMMA jW^ lOCTTTTI ^ 

210 * ttt!7 0, TO OUIT" 

258 DLL 2 -PEEK C56B f ?Qt_"^^EK t$&i) 

2*0 REM! M WMJ il l W WHmCMMm i K M H I fMm i M l tMK W MW M * 

258 POKE 186, R-8 

2&B GRAPHICS 18 



LS 278 POKE 559, « 

HZ 280 ? tt6 ; " THIS IS SCREEN 3 



number 



OR 2?8 ? «€;"■ Ohdin weruj" 
OL 3B8 ? N/6; 11 Q0SECOND SELECTION*' 
HQ 318 ? tie;' 1 l lB i.l ll .lJl, ! t^=Jt 40 EnV- 
5E 32 8 ? »6:? 0. TO QUIT** 

EH 330 ? B6E? J»6j" MaHfeE 
Eft 340 DLL3=PEEK C5683 I DLH3=PEEK I561J 
MO 359 fiEM MHHMKmt M M HMHH W l HHH tM MMJ I m ii ri l H'HH 
OP 388 PONE lB6,a 12 

370 GRAPHICS 3: COLOR 2 
LU 380 POKE 559,0 

KK 398 PLOT & f 2:IfHflHI0 32,2 t DRRMTO 32,18! 

DR AUTO IH.18: DRAMTU 10,4 : D R A HT 0 20,<:D 

RAHTO 2S J 16iDRAUT0 14 j 16: ORflMTO 14, B 
EO 400 DRAUTQ 24,&:DRAUT0 24,14 tDRAMtO 10 

, 14: DRAMTO iO,6:DRAHTO Z 0 , S : DR AUTO t& , 

12:DRAUT0 22,12 
OP 410 ? "1-HAIN MENU ISECOHD SEL 

ECTION 3-THIR& SELECTION 4~FOURTH SEL 

ECTIOH 0 " QUIT" 
ES 428 ? "HAKE YOUR SELECTION!"; 
FE 438 DLL4=PEEKC560) ; PLM4=PEE K (56 1 3 
JK 440 POKE 55 9 j SCREEN 

HH 450 REM KHJt H M KM * mfMM M M W MH ttWH HMMMMMMMM 
OF 46A GOTO 520 
00 478 GO 4 MB 658 

LV 408 IF KEV=ASCC"2"> THEN POKE 500>DLL2 

t POKE 561 , &LK2 : GOTO 530 
DO 450 IF KEV^ASC("3"J THEN POKE S&0,0LL3 

:POKE Shl,PLH3;CQTfl 538 
TP 508 IF KEV = ASC C'»4"3 THEN POKE 5fcO r DLL4 

! POKE 501 t 0LH4 : GOTO 530 
EH 518 IF KEV = ASC C«'0«'J THEN GRAPHICS O:P0 

KE 180, A ; END 
RZ 526 POKE 5 be t PL LI f POKE 561, DLH1 i GOTO 4 

78 

PT S38 GOTO 478 
OC 540 ENO 

PO 558 OPEN O I ,4jS/'K! "' 
LI 568 GET ttl,KEY 

HP 570 CLOSE BliBETURH • 



Listing 1 



back to this screen as we are about to giove to another part of 
memory. 

Lines 110 and 130 Memory location lOS holds a value equal 
to The number of pages available under the top of RAM. That 
means that the address of RAMTOP Is 256*PEEK(106J. We 
know that the display list and screen memory are automatical- 
ly placed Just be low RAMTOP* so by moving RAMTOP down U 
is possible to protect the memory area that holds the first 
screen and start again with a clean slate lower in memory, 
That Is what is done when we poke 106 with |A-4) in line 130. 
UAMT< >P is repositioned l*^5<i ur 102-1 bytes down in memory. 
Moving down 4 pages is OK for all the graphics modes 1 am 
using in this example, but if you are using higher resolution 
graphics such as GRAPHICS 8 you will have to protect a larger 
chunk of memory. The table shows how much memory is 
needed for each mode, as you can see the higher modes use up 
memory very quickly. 

Unes 14G)and 150. Having nmveel down <he lop of RAM we 

can start the second screen. I have chosen GRAPHICS 17 
(GRAPHICS I with no text window! for this screen. Line 150 is 
used to turn o(T the screen after the graphics call 
Lines 160 to 220 write the required text on the screen using 
eaps. lowercase and Inverse text to get different colours on 
screen . 

Line 230. This is where we obtain the start of the second 
display list just as line 100 saved the arst. 
Lines 250 to 430. In this large block of program we just 
repeat die same principal as above to generate two more 
screens. Screen 3 Is in GRAPHICS 18 while screen 4 Is a block 
graphic with a text window (GRAPHICS 3). In each case 1 have 
stepped down 4 pages in memory, though you will see from trie 
table that I could have been more economical. Saving too big a 



I iloek of memon ( iiuscs no problems fexcepl ivdurrd space for 
your program etc.) but If you do not save enough memory the 
later screens will corrupt the earlier by overwriting. 
Line 440 Now that we have finished drawing the screens we 
must turn the screen back on so they can be seen by replacing 
the value SCREEN which was in memory location 59 initially. 
Lime 460 goes straight to line 520 which Pokes DLL I and 
DLH 1 back into memory locations 560 and 56 L Thus the very 
first display list is activated and the first screen is displayed. 
Lines 470 to 530 form a loop looking lor a keypress 2.,H.4.or Q 
and displaying screens 2,3 or 4 or quitting accordingly. Any 
other key press will invoke line 520 which invokes screen 1. 
Note that in line 510 we reset RAMTOP lo ils initial value 
before quitting. I have used the form ASCfT') in lines 4H0 to 
510 as this Is more descriptive and easy to follow than putting 
in the values returned by the keypress which would be 
50.51.52 lor 2.3 A and 81 for Q. 

This is where the screen flipping is actually happening, all the 
rest Is setting up. Note how fast the screens change when you 
press a key. This speed is maintained regardless of the com- 
plexity ol the original picture. 

Lines 550 to 570 form the subroutine that looks for a keyp 
ress this will the familiar to those of you who have lot lowed 
the Tuiorial So brou lines rcgulnrh . 

PROGRAM TWO 

Ibis time we will use a different means of switching screens. 
In some ways it is more flexible than the llrst example because 
the screen data can be stored in any convenient part of 

CQri tinned 
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HO 1 REM 

CR 2 REM * 

HQ 4 REM * 

HU 5 REM * 

CO 6 REM ■ 

OC 7 REM *- 



TUTORIAL SUBROUTINES 
SCREEN FLIP II 
by 

Ian Finlayson 



* 



UK 9 REM * NEW ATARI USED - AUG 1990 * 

HH 9 REM W H U HM WMWMMHM I CMM H WHH WMWWM H WK WW W 

AY Hi REM 

ZE 19 ? M H" 

EV 4fl ? "i— 



FG 58 



OH 7« ? ,f | 



THIS IS SCREEN ONE 
COR TOP LEVEL OF THE MEHU3 



PRESS 2,3 OR 4 
FOR THE OTHER SCREENS 

Q TO OUIT 



SU SS l>t_Li=:PEEK 156 0) ; DLtfl- PEEK <56i5 ! DL-OL 

Ll + 25e*DUHl2 SCRN = PEEK(l>LtS3 

HA 90 A=PEEK«10&) ; POKE 10*,A-12 

VE J.00 REM MM M M t CMWMT I iCMHMmtKMKMK I tlf l CMKMW I f MI C 

ON 110 POKE fl?^CRM"4 

RC 120 ? "H" 

KR 130 POSITIOH 4,4 

PE 140 ? "I l 



AS 150 
CO 16B 



AF 170 
QH 190 



AJ 190 
0-N 200 



| THIS IS NUMBER 2 SCREEN I 
I I 
I I ' 



PRESS 1,3 an * 
FOR THE OTHER SCREENS 



> 



q to quit 



L. 



I 



VH 218 REM WHHHH 
TK 220 POKE 6S,SCRN-» 
RF 238 7 

01 248 POSITION G,« 

T 



1 



HE 260 

DR 278 



HI 



ET 
OQ 



MA 

EF 
RI 
RH 
OF 



TF 
EU 



TJ 



SU 
01 



TN 
IN 

PO 

OG 

Q M 



DG 
MM 

PI 
LC 
HJ 
I 



288 
290 



388 
310 



320 
338 
348 



| thts IS NUMBER 3 SCREEN 



PRESS 1,2 OP 4 
FOR THE OIHfiR SCREENS 



Q TO QUIT 



REM *»* 



POKE B9.SCRN-12 
7 "W" 
350 POSITIOH 8,12 
368 ? "| 



3 70 
300 



3?8 ? 
4HH ^ 



4in 
420 



THIS IS NUMBER 4 SCREEN 



PRESS 1,1 OR S 
F BR THE OTHER SCREENS 



O TO OUIT 



J " 



430 REM W M W W K M W WWW WM WW MWT I KW WM H Xi i K W W 

440 GOSUO S2Q 
4S0 IF KEV=ASC t"2"3 
N-4:i>om 5O0 
468 IF KEY-fl5CC-3") 
N-0 : GOTO S08 
478 IF KEV-ASC E"4"l 
N-12 ! GO TO 588 
488 IF KEY = ASC t"fl") 
KE DL+5 , SCRN f GRAPHICS O ! END 
4S8 POKE DL + 5 > SCRN 
588 GOTO 448 
SIR END 

528 OPEN ltl, 4jO, a 'K ; " 

538 GET tl l j, KEY 

548 CLOSE *U : RETURN • 



THEN POKE DL+5, SCR 

THEN POKE DL+5, SCR 

f HEN POKE DL+5, SCR 

IHEN POKE 186, A: PO 



Listing 2 



memory and you ran view one screen while writing to another. 
The disadvantage is that all screens must be in the same 
graphics mode, 

Lines 30 to 70 clear the screen and then draw the border and 
lexi for screen 1 In Graph it's 0. 

Line 60 finds DLL] and DLH I as in the prev ious example and 
then calculates the starting poini of the display list. DL from 
these two values. The fifth and sixth Items in the display List at 
memory locations (DL+4) and (DL+5) contain the value for the 
start of screen memory which is currently being displayed in 
low byte, high byte form. We are only going lo manipulate 
whole pages of memory 1256 bytes, remember) and so we only 
need to worry about the high byle The value is stored in the 
variable SCRN. 

Line 90, As before we find the location of RAMTOP in memory 
location 160 but this time we reserve all the memory we need 
for screen data In one go rather than going down slice by slice. 
For four GRAPHICS 0 screens we need 4K or 16 pages, but the 
first screen is already drawn so we need an additional 12 
pages. 

Line 110. Ideations 88 and 89 contain the location for the 
start of screen memory for write operations in low r byte high 
byte form. Initially the value here is the same as in DL+4 and 
DL+5 as described above. Again we will only consider the high 
byte (location 89). By poking H9 wiih SCRN-4 we move down 4 
pages in memory lor write operations. Notice that this does not 



change what is being displayed on ihe screen as this comes 
from the display list pointer. 

Lines 120 to 200 draw the second screen in memory, but you 
cannot see it yet. 

Lines 220 to 420 repeat the above process drawing two more 
screens each four pages lower In memory. 
Lines 440 to 500 are where the screen flipping is canted oul 
this time. Again we look for the keypress 2.3,4 or Q for pages 
2,3,4 or Quit and make any other key Hip to page I. The 
Hipping is done by moving the pointer in DL+5 to SCRN for 
page 1 . SCRN-4 for page 2 etc. Note that line 480 restores 
KAM I OP to us original value before we END, 

CONCLUSION 

I hope this description has been clear. This technique has 
many applications - one that springs to mind In particular 
would be a drawing program which could have a main screen 
lor the drawing itself and a second screen for instructions or 
help which could be flipped to when needed. If you are using 
the technique and have problems write with a SAE and I will 
try to help. 

Write to Ian Finlayson, 60 Rounds tone Cresceni, 
East Preston, West Sussex. BN16 IDQ 
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ATARI GAMES 




A roundup by Peter Terry of some 
recently available ROM cartridges 
discovered on a trip to his local 
computer shop 



When I walked into ray local computer store a little while ago. I discovered a multitude 
of ROM cartridges, most of which I had never seen before. After some decision, I shelled 
out for two of them (the other two I have on disk), and here are brief reviews of them for 
those of you who may not have discovered them yet. 



DAVID'S MIDNIGHT MAGIC 

Hits is not exactly a new game, but It has no! been sold sin< * 
1985, so for all you new users it can almost be considered a 
liew release. David's Midnight Magic is a pinhall simulation. In 
it you can shake the machine ' (I haven't found out how lo, 
but It say s you can on the box!!!| and yon can also have 4 
players competing. The game is very realistic with decent 
graphics and acceptable sound. It's real addictability is In the 
playing, The game is fantastically addictive (1 was playing until 
midnight anyway!), The machine has many features, like magi - 
save magnets, fuji bumpers, level loops, and a ball collector, so 
up 10 four balls can be In play at the same time. You control 
the flippers by using left, right, up and down. The screen 
display has the pinhall machine on one side of the screen, and 
the titles and credits on the other. It's brill, but there Is one 
pu/^le. Who the Dickens is David? 



LODE RUNNER 

Lode Runner is essentially a 
platlorm game, with many 
nice refinements. It was ori- 
ginally released in America 
on disk only, but now ii 
makes it s debut on ROM 
here in good old England. In 
the game you play the part of 
a galactic command o who 
must return all the gold. 
However these nasly rhinos 
called Bungeling Guards are 
out to slop you, There are 
plenty of added extra keys 
that add extra lives ► skip a 
level or invoke keyboard operation, and a key to disable the 
telescoping feature between levels. You have 150 levels of 
arcade action to get through. The graphics are quite good, but 
the sound is a bit sparse. You control a small drill to dig holes 
to trap the guards in. but you tan get trapped too! Finally 
there's a construction kit, and you ran make your own screens 
and save them il you own a disk drive. Lode Runner Is 
tremendously addictive, and is well worth shelling out t: I 1 .99 
forf 

LONG LIVE ATARI! 



FIGHT NIGHT 





Til is is a boxing game with 
many features, You tan make 
your own boxer, train, fight with 
a friend, arrange a tournament 
or sit back and watch two other 
boxers knock the living day- 
lights out of each other. The 
other opponent boxers included 
within the program include 

British Bulldog' , "Hu Htm". 

Dip Stick '. Vronx Bomber" 
and "Kid Kastro ". All these novel 
opponents have certain features 
and some nasty special punches as well. The graphics are 
excellent, and the sound is quite good. When you punch a 
boxer, their glasses, or hat, or cigar fly off and their eyes pop 
out! If you don't want to fight, you may make your own boxer, 
and save him. This game is recommended for people who often 
play games with a friend or colleague, and is a non- violent 
(huh???) way to let off steam. I would recommend it to you, its 
the best boxing simulation I have ever seen! 

HARDBALL 

This game is basically a sports simulation. Originally an 
Accolade release. It also makes it's ROM debul (funnily enough 
1 saw a tape copy of this game whilst I was in the shop), It is an 
excellent baseball simulation with good music, great graphics 
and excellent payability. The two player option Is best. I really 
enjoyed beating my friend at itt The graphics of the pitcher are 
superb, For those of you who cant play baseball, that doesn't 
matter, the game is fully explained (wi ll, as much as you need 
to know anyway). It is like rounders, and is VERY addictive. 
Atari have yet another winner, and it's the best game reviewed 
on this page. If you don't already have it, buy It on ROM, and 
have Instant access to THE best sports simulation on the 
Atari, 

All these games ore good, but the best In my book is Hardlxill. 
However, ij you are spoilt Jar choice, why not buy A1X of these 
new ROMS? 

You may have to scout around to find these 
games from your local retailer but some of 
these , along with many other Atari games, are 
now available from the Accessory Shop at 
special prices. See the supplement this issue. 
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by Dave Shakespeare 



Here's a game that is harder than it seems, All you have to do is pilot your tiny 
craft through a huge bending tube. Sounds easy? Just try it! 

The Tube creates a randomly bending tube on screen through which you negotiate 
your craft using thrusters to create movement in any direction or to slow your craft 
down. You must not touch the sides of the tube at any time and since the tube fills 
in behind you f you will lose a life if you stand stilL If you do make it across the 
screen, the next level will present you with another tube of a different shape 
complete with obstacles to bar your progress. It gets quite hard! 

You have five lives to play with. If youf ail w just press the START key to play again. 
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THE TUBE 



HO J 

EH 2 
BT J 



REM *+H 
HFM m 



REM * 

vo 4 rem * 

Ot $ REM * 
UL 6 



TMF TUBE 
by 

SHAKE ^iPEARE 



MU 7 



* 

-W 

REM * WhW ATARI USEP - AUG 199ft W 

REM MlfWlfH* * WW»WH^H** M MW WHH MM*1 



! 7 "I 
TO GOB 



*mmm 

UN 8 REM 

LM Hi 5CR1-5080: SCD?7510Oi<iC0RE=©rLXVE5 = S 
! GO=i 

BH 15 ? "Pleaw_wait 

nitiai ising lilLAiiUU 1 ■ ; for del = i 

tMEXT DEL 

Uf 26 DIM ACROSSC703 ,DOUH(7e) ,CHARA{783 ,C 

HAR (Ifl> F CHA* 703 
ER REH JglN 

ttN 100 PMB = PEEKtl063-ieTPOKE 106. PEEK CIO* 

> - 16 : PMB4SE =PMB*256 
HJf 110 POKE 186,PEEKtl063-S;ST=CPEEK £ 166) 

+ 1-5*256 

01 120 GRAPHICS 18 : POKE 559,0 
TC 130 GOSUB 300OO 

CD 135 IF PEEKtPMftASE+53 =16 THEM RESTORE 

3200ft : GOTO 155 
Kfl 140 FOR A-0 TO 20*; READ BJPDKfc PMB A SE + 

A j B 1 HEKf A 

XT 160 FOR A = 24 TO 263jftEAP B 2 POKE ST+A,B 
p NEXT A 

Il€ 165 POKE 712,66;PDKE 710 j fi 6 : POKE 709,2 
04:P0KE 704, 14! POKE ^85 , 60 i POKF 706,74 
; POKE 711*74 

VH 167 6 O 5l|ft 1608 

CH 178 FOR fl-0 TO 18; READ BlPOKE 17I6tfl,H 

: NEKT AIPOKE A?38,5T/2S6 
50 IN DL=PEE*C5683+PEEK C5613 »250 i POKE DL 

+ 28 d PEEVCDL + lf) I POKE DL + 19 A PEEK CDL + 10 J 

! POKE &LtiB,65:POKf. DL*17,7 
ZP 198 POKE DL+3,7B;POKE DL + 6 f 138 s POKE 51 

2 ,2b a i POKE 5ii, 6; POKE 54286,192 
QJ 208 POKE 55<J.62:P0KE 54279, PMB : POKE 53 

277 f 3:POKF 623,1 
DP 228 POKE 53248,188; WE M IUZ r«ra^¥¥TTfpiir i 

wmmm 

OA 236 SCRiLO = PEEK(66> :SCRlHl=:PEEKfB9J :5C 

H2HI=SCRlHI 1 5CR2LO=SCR1LO+60 
WT 240 IF 5CR2LO>Z55 THEN 5CR2L0= SCH tL D~ 2 

5S:5CR2MI=5CR2HI+1 
OC 388 T B5j"K" : P0SITI0N 6,0;? »6;»tr,e til 

bp" 

58 316 POSITION 1,1;' H6 i "SCORE =00" : POSIT 
108 16, If? tf6;"TIME-0ft"; POSITION 18.2: 
T «6i"LI0ES="J LIUES 

EU 32fl GOSUB 5CR2 

ZS 4»B K=46:Y=113 

EF 430 A = 0 ; D=4 ! CH=3SlJ=l 

HH 508 POSITION A,Di? CHR* CCH> ;K=1 ; U = l 

WT 505 ACROSS CJ3=A: BONN EJ3=D:CHARACJ3=CH+ 
15 

FT 510 IF CH=35 OR CH-39 OR CM=«1 THEN GO 

SOB 5200!G0T0 548 
JT 520 IF q«=36 OR CH=40 THEN GOSUB 5388: 

GOTO 548 

KM 530 IF CH = 37 OR CH=38 THEN GOSUB 5480 
LB 540 IF A- 1 9 THEN 608 

CI/ 556 POSITION A . 0 : ? IS6; CHR5 CCHJ ! IF CH = 3 

5 THEN CHAR CK1 -A + D*25f> ; K ~K+ i 
XS 552 IF CH = 3fc OR CH = 37 THEN CHA£U>=A+ D** 

ZE6il|=U+l 
«P 555 J=4*l 
PS 568 GOTO 505 

PJt 60O TIME=J:GOSUB SCR1 ; POSITION 1,2:? tt 

6; TIME i GOSUB SCRZ I M=INT CP. HI} COl *K""11 +1 
UK 6B1 IF G0<1 THEN 900 
UI 582 IF M=B THEN 688 

OU 683 IF M=l THEN GOTO 688+5»<K<2» 
VH 685 IF K=8 THEN Al = fl : D 1-11 ; GOTO 10O8 
PS 616 D-1=XHT (CHARCHlSZEftl : Al=CHAR CM> -01* 
256 

LS 620 POSITION A1,D1:? Hf, : V M H $ £ 4 7 1 
Lit 799 V-XttT IRWfr tftJ **U _ 1> +1 
WJ 701 IF G0<2 THEN 900 
ZU 782 IF U=8 THEN 788 

FP 783 IF 0=1 THEN GOTO 700«5«CU<23 

AO 785 IF U = 8 THEN fl ? - 8 ; D2 -11 ;GOTO 18BS 

Zt 716 D2=INT*CWA|V3^2563 i A2-CHACU1-D2W25 
6 



UD J to POSITION (J7.D2:? \ CHRS CS/1 
OL 699 REM ftMf tTJIT I f>r.1fn 

Ott 988 a=USRC15 36,PMBASE,PMBA^F»10?4«Y . 14 

3 ;f'(JKf S3Z46,X 
IM 918 FOR 6-1 TO 3 : SOUND 0 , 68 , 1 0 , 1 8 : F OR 

DEL=1 TO 58:HtllT DEL 
FA 920 SOUND n,0,O.OJFDR DEL-1 TO 156 r HEW 

T DE L : N E K T B 
Kr 930 SOUND 8 , 121 , 10, 10 ; FOR DEL=1 TO 100 

: NEXT DEL; SOUND 8,8,0,8 
KN 1000 POKE 19,0:POKE ? O , (1 : P OOR " 4 2 ; L - 0 : f> 

OKE 53276,0 
UV 10O3 K=l 
QE lOOS 5=5TICKC8J 

OH 1818 Z»CX-INCX«8.15*<!S=7 OR S=6 OR 5= 
53-CS = H OR S = 10 OR 5 = 93 3 « (INCH < 2 AND 
INCK>-2> 

en 1028 iNcv-irtcv+e, i*t ts=i3 or s=9 or 

Sl-C5 = 14 OR 5 = 16 OR 5-61 > * ftNC V <4 AND 
lNC¥>-4) 

HK 1038 INCK=INCN-e.B25»tINCH>01 *8 , B25WCI 
NCH<83 ! INCV^INCY-8 « 85*tINCV> 8) +0 . 05*CI 
MCV<83 

UB 1035 SOUND C, £9, & , 6*(S<> 153 

DO 1040 H-KtTNC«:V.¥HNEV!lF tt<48 THEN X = 
4B!INCM=B 

HO 1056 A^USRC1536,PMBA^E-2,PHBA5E+18Z2+V 
,101 

UN 1868 POKE 53246, K ! POKE 53249.X 
IL 1678 A = U5RU62?,PMBA5E + 1278 + V,181 SGOSU 
ft 280O+5 

Pf 1608 L=L+l:IF M))Q THEN POSITION A1,DI 

If O0 ; CHRS CD0ON4L/83 
AO 1001 IF GO > 1 THEN POSITION fl2^2;+ «6j 

CHR$ C67 + L/B3 
EP 1083 If L>37 THEN L=-B 

UU IBB 5 IF L = 16 OR L = -B Oil L=38 THEN P05I 

TION ACROSS CK3 , DOWN tHJ : ' SB ; CHB? (CHARA 

CK3 *96> iK = K + l; SCORF "STORE *10 
NT 1O90 IF PEEK (537521 <>fl THEN 1B06 
Kfl 1895 GOSUB SCR1 : POSITION 7,1;* tt6;SCDR 

E;" -IPOSITIOM 1,2:? Ub ; TIME-PEEK CIS) i 

GOSUB SCR2 
NF 1100 IF K>197 THEN GOTO 1000 
PK 1286 GOTO 1005 
Tit 1459 REM SZEH2 
00 1588 GOSUB SCR1 

DK 1S02 0=USRC16 23,P MB ASE + 1288,236) tFDR 0 
TO 5 : R-USB ti 5 J6 , PMBftSE * 1 Z6 + n*14 j P MB 

ASE+1024+V J 143 
LJ 1564 R = USRC1536, PHBP5E + 112 + Q»14 t PMBA5E 

+1288*¥, 14J 
DV 1BOS SOUND 8 , R + 38 + 28 , 6 . 1 2-Q»2 i FOR |>EL = 

1 TO 25;HEKT DEL 
MF 1588 HEKT 0 ! SOUMO 0,0,0,1 

JH 1S09 SC0REi5C0RE-18Ji.IWE5 = LigE5-l :P05I 
TION 16,21? OB J LIVES ! IF LIUES=« THEN 1 
788 

8B 1510 i=INTt¥/l*3 SIF V-Z#l*>8 THEN 1=1* 
1 

OV 1515 V=2*16 

LL 1520 Z=INT CHV0) ; IF X-Z»B>4 THEN 2 = Z + 1 
HO 1526 X=Z»8 

GR 1538 IF PEEK<53252>>7 THEN X=ACROSS£K? 

H0+ 46 : Y-DOMM IK3W16 + 48 
EJ 1B35 A^USRf 1623, PHBASE4 1024 , 812* ; A-U5R 

CI 536 , P MB A5E , PMO ASE + 1024 + V , 14 J 
CX 1549 POKE 53246 , it : POKE 53276,8 
00 1550 INCX-O : INCY^B 
G5 1588 GOStlft SCR2 ! POKE 77,8 
OH 1598 GOTO 1005 

VU 1680 SOUND 0,0,0, 0:GO5Ufl SCR1 

CM 1685 B0NU5=20*CTIME-PEEK C193 3 >SCORE=5C 

6RE + B0NUS EFOR DEL = 1 TO 100 l NEXT DEL 
EC 1618 POSITION 5,8:7 «6 ? i4, banus = " } BONUS J 

*' ": POSITION 1,2;? N6; 11 ** 
HE 1615 FOR B = l TO 2 i SOUND ft ( 1 21 , 1 O , 10 : F6 

R DEL =1 TO 30: NEXT DEL ; SOUND 0,96,10,1 

O:F0R DEL- 1 TO 38; NEXT DEL 
PH 1626 SOUND 8, 162,10,10 J FOR 0EL = 1 TO 38 

i NEXT DEL i SOUND O , 1 2 1 ( 1 0 , 1 0 : FOR DEL = 1 

TO 38: NEKT DEL 
OC 1625 SOUND O ■ B . ft . O : FOR D E L = 1 TO 90 ; NEK 

I DEL i NEXT ft 

, 
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THE TUBE 



RD 

JK 
HA 

IZ 
u- 1 
BU 
EV 

nil 

oo 

DI 

CQ 
GK 



1631* POSITION 5,0:? ne ; " the tube *':P0 

SITION 7,1:? US; 5CORE : G05U0 SCR2 

1670 FOR Q=l TO 4:PO5ITT0N ACROSS£QJ,I> 

oHMtO) :? n&: " "ihehT O 

16BO GO^GO+1:IMCK=*JIHCY-0tPOKE 7? H fl 
1690 J-U5RCl623,P MB A 5E + 1024,5121 : GOTO 
IBS 

16?? rem L4AM49V33irj 

1700 position 4,0:' tt6,"end of gatip" 

1710 RESTORE 12100 

1720 READ C,M:IF H=-l THEM 1745 

1710 50UKD 0,G, 10. lfl: TOR DEL - 1 TO H 2 HE 

KT DEL 

1740 GOTO 1728 

1745 A = USR C16Z3 , PMBA5E+1024 , 512? ! GO SUB 
SC R2 ; FOR 0 = 1 TO JsPOSITION ACR05 5 t R J , 
DOUNtR} IT " : NJCWT Q:G0^UB 5CR1 

1750 POSITION 2,0!? n6; "start = neh ga 
ME" S POSITION t,tt1 »6; " 
1768 IF PEEK (63Z7HOS THEM 1760 
177B POSITION 2, OS? flOf" the tube 



MT 1775 LIUES=S:SCORE-0: INC K= 0 ! INC V =0 : G0= 
B 

SP 17B0 POSITION 7,1:? 86; SCORE ; " "I 
POSITION 16,2!? »B;|_IVESr POSITION 1,2: 

KG I79B GQSU B SCR2:G0TO 4BB 
01 179? RE* |fc*14»Ijil14ir 

KD 1600 POKE 5&?,3ii POSITION 6, If? a6;»tb 
* tube" : POSITION 9,3:? SB i "gP)" 

GG 1610 POSITION 2,5:? ft6 ; "riave shakespea 
re" 

XG 1620 POSITION 1,7:? tt6i t+ FOR PAGE * MAG 
A7.INE " 

OA 1A3B POSITION 7,3:i ti&; "[HHSE 11 
TO 184B POSITION 7,11:? H6;"start" 
TM 1058 FOB DEL-1 Tfl 100 ; IF PEEK £53 27 93 =6 

f HEN POP .GOTO 1BB« 
HH 1856 WENT DEL 
HC I860 POSITION 7, 111? B6;" 

UJ 1B65 FOR DEL = 1 TO 160 t IF PECK f 532791 -6 

THEN POP l GOTO ABBO 
UT 1878 NEW T DEL 
UL li?5 GOTO 1040 
BU 1880 7 06; "N" 1 POKE 559,0 

BQ 1098 RETU RN 

AM 2 0 0 0 REM ■ mdtf Ihaiig 

MV 2885 A=U5RCl536,PMBASE+B4,PMBASE+iZBO+ 

V , 14] 1 RETURN 
II 2006 A = USRCi536,PM»ASC+70,"pH6ASE + 1260 + 

V , 141 r RETURN 
UK 2887 A = tl5ftC1536,PHBASE + 56,RMBASE + 12Be + 

Y,14> ! RETURN 
LF 2089 0-USReiSSB,PMBASE+112,PMBASE+12BB 

+V , 141 t RETURN 
RB 2010 A-USOE1536 P PM»ASE+?S i PM8A5E+12BOt 

V ,143 : RETURN 
GO 2811 A -U SRE1538,P MB A 5 E + 4 2 , P MB A 5 E + 1 2 BO + 

Y,141 ! RETURN 
C« ZB13 A=USRtl5S6,PMBASE+14,PH»A5E+12SB+ 

V ,141 : RETURN 
LF 2814 A = IJSRElS36.PMBA5E + 2B,PMBASE + lZBO + 

Y, 143 ; RETURN 
Ah 2015 RETURN 

DO S088 POKE 88 , 5CR1L0 : POKE B9,SCR1HI 
BE 5898 RETURN 

FU S168 POKE OB, SCR2L O i POKE B9,5CRZHI 
BG 5198 RETURN 

PK 5200 A^ft+lilF B^IB THEN C= I NT CRND (O i *2 

1 ; CH-35+5*<C=l) 
VU 5218 IF D-8 THEN C = INT CRND (0 J *2l : CH- 3 5 

+3*CC=11 

RF S22B IF 0>O AND 0<iO THEN C - INT CRND £01 

»33 :CM=35+3«tC^13+5*CC^JJ 
BI 55196 RETURN 

NT 5J0O D^D-1:IF D>1 THE* C" I N T CBWD { Q3 *2 1 

:CH-3B*5*£C=i» 
AD 531B IF 0<2 THEN CH=*1 
BK 5390 RETURN 

NN 54B8 D=D+l:IF D<9 THEM C:INTCRHD(6)*?) 

; CH = 37#2**tC = ll 
Jit 5418 IF DJO THEN CH=39 
BM 549B RETURN 

TN 38000 REM *** M-TrH ^iffl^laPJilDUMJ 1 

_ _ 



GH SOOOS IF REEK C10253 -133 THEN RESTORE 3 

1088: A-U5RC 162 3, PttBAbE, 20481 : RETUMW 
CU 38818 FOR J-O TO 41 i READ A:POK£ 1623+ J 

,A:HEKT J:0^USR(1623,PMBASE, 20481 
PC 30020 OAT A 104,104,133,204,104,13 3,203 

,104, 131.206,104,133,205,166, 206,168, 6 

, 1^9, 0,1 45, 203, 130 
*D 38838 DATA 280,251,238,204,202,48,6,28 

0,244 , 18< , 2 05 , 20B , 240 , 19S , 204 , 160 , 0 , 14 

5, 203, 96 

00 3004O REM »** ifl|J fl t f *T'l ^ il' J 1 WWklR *** 

Ltf 30058 FOR J = 8 TO 66 i REAP A : PORE 1536 + J 

, A : NEKT J i RETURN 
AS 38O0O DATA 104,281,3,286,81,184,133,22 

5 . 184 , 1 33 . 224 , 104, 133 , ZZ 7 , 184 , 133,226 , 

104, 133 j 229 
41 38O70 DATA: 104,133,220, 169,0, 13 3,230,1 

33, 2 31. 160,17 7.224,145,226, 24, 16?, 1,18 

1 

NY 3O0B0 DOT A 224 , 13 3 , 224 , 169 , 0 , 1 81 , 225 , 1 
33,225,24,109,1,101,226,133,226,169.0, 

101. 227, 133,227,24 
OK 38898 RATA ±69,1,101,230,131,230,169,8 
, 101, 231 , 133, 231 , 24, 165 , 228 , 1*7, 230 , 20 
8 

OA 38100 DATA 206,165,229,197,231,288,288 

1 ** 

FF t L 0 0 0 Rh M J t ; r^Bjrj ttlTj^HTiJjjf J 

MR 31018 OAT A 8,8,0,0,16,10,56,56,16,16,0 

, O , 0 , 0 t 8 , O , 16 , 16 , 0 , 0 , 0 . 0 , 8 , 0 , 8 , O , 0 , 0 , 0 

, 8, O, 8, 8, 0 . O, 0, 0 , 8 
AC 31820 OAT A 16,16,0,0.8,0,0,8,8,0,4,4,0 

, O, 0,0, 0,0^0, 0,0, 8,0,8, 64, 64, O,*, 8, 8, B 

,0, 0,0, 0,8, 0,0, »*t 
OH 31038 OAT A 32 . 95 , 64 , 0 , O H 6 , 8 , 0 , 0 , 64 , 90 , 

32, 0,0, a, e, e, e, a, 0,8,0, a, 0,0,0,0,0,0,1 

2,4,0,0,8,0,0,8 
BS 31040 DATA 4,12,8,0,0,0,0,0,8,0,0,0,0, 
O, 16, 16, Or 100, 10*, 8, 16, 16, O, O, *, 0, 0 , A* 

. io,o,e, iaa,ioo,o,o 

IT 31050 RATA 16, 16,0,0,0, AO ,16,0,0, 195,8 

,0,196,8,0,16, It, 0,16, 16,8, O, 196,0. 1*, 

16*0,196,8,0,16,16,10,0,0 
DO 31060 0AIA 130, O, 16, O, O, 16, 0, 13" - O, 8, 1 

5,16,0,1 30 ,0,16,0, 0,0, 8, 16, O , I * 0 . *# AO 
JG 3 2OO0 REM Ml H ifiTI l*MflifcU»£lE 
ER 32010 OAT A 255,8,0,0,8, B, 0,255, 12 9,129 

,129,129,129, 129,129,129,129,129,129,1 

29, 129,129, 129,129 
OK 32820 OA T A 240,12,2,2,1,1,1, 129, 129,12 

0, 128, 120, 04, 64, 40, 15, 129, 1, 1, 1, 2, 2, A2 

, 240 

KS 32030 DATA 15,40,64,64,128.120,128,129 
,2SS, 128, 128, 8. 8,128, 120,255,250,64,64 

,8,0,64,64,255 
CL 32040 DATA 255,32,32,0,0,32,32,255,253 
, 16,16,8,0,16,16,265,255,8,8,8*0,0,8,2 

55 

42 32050 DATA 255,4,4,0,0,4,4,255,255. 2, 2 
,0,8,2,2, 255 , 255 , 1 , A , 0 , 0 , 1 , 1 , 255 

RL 3206O DATA 255,255,255,265,255,250,255 
,255,255,255,255.255,255,255,255,255, 2 
55,255,250,2 55,255,255,255,255 

GL 32878 DATA 240,752,25 4,254,255,255.255 
,255,255,255,250,255,12 7,127,63,15,255 
, 255, 255 , 2SS, 254, 2S4 , 252, 248 

H5 32000 DATA AS, 63, 127 , 127, 255, 255 , 255, 2 
55 

OK 32B01 DAtO 129,129,129,129,129,129,129 
, 12 9. 129, 12 9, 129, 12 9, 129, 129, 19S, 195, 1 
29, 12 9,129, 129,129,129,2 31,231 

TV 328B2 DATA 129,12 9,129,129*129,129,25.5 
, 250, 129, 129, 129, 129, 129, 129, 129, 129, 1 
29,129. 129, 129*129,129, 195,195 

^M 32BB3 DATA 129, 129, 129, 129, 129, 129*231 
,231 , 129,12 9,129,129, 129 ,1? 9 . 2 5 5, 7t>S 

RL 32 885 REM l^HiW-l T ««l.» 4lU-HIIl![Ji 

GE 32B98 DATA 72,16 9,0,141,10, 212,141,9,2 
12,104,64 

DJ 32118 DATA 1 62 , 20 , O , 10 , 162 , 2B , 0 , 10 , 162 

,20*0,18,284,98,8,68 
AS 32120 RATA 102,28,8,10, 102,28,0, 18,182 

. 2B, 0, 18, 217, 98, 8*0 
EN 32A3S DATA 0,-1 
^ . ■ 
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FOR SALE 



XL COMPUTER: BOOXL <needs 
attention^ with leads. ClO More 
than 70 top lape inias including 
Zybe*. Spy Vs Spy arid Bal blaze*. 
£45. Buyer collects or £4.50 p+p. 
Tel. 0782-6SS70B and as* Far 
PeSBr Terry 

TWO COMPUTERS: Ajari 400. 
130XE. 2 data recorders, over 
£450 worth of games. 2 |OyStH*S. 
19 mags, 4 books, no Splits wonh 
£700, sell lor £330 o.n.o. Write 1o: 
David at 64 Keveme Close. As- 
piey. Notllngharo NGfl 5F.G (Buyer 

GdIIbc1S| 

XL SYSTEM: 600XL. 1050 (M 
drive, an leads. 10O+- games m 
disk case. Musi sell lor £120 o.n.o. 
Write to: 23 Dominion Road. Glen- 
oid, Leicester 

XL SYSTEM: 3O0XL. XFS51 dek 
drive . SpeileDCS X, SO dir.kr * 
rx«, 13 ROMs, magazines. |OyS- 

a paddies Ail m 100 condit*on. 
£200 o.n.o. Tel: John on 
0268-750271 after 7pm (Buyer 
COllecfSl 

PRINTER: 1029 plus paper 4. 
spare ribbon. Atariwriter. Action 
cartndoe a book. Any reasonable 
(Jfler Phone:0744-814579 

8-BIT HARDWARE: 1050 disk 
drive t over £150 worth of sofl- 
were. including Transdisk IV, £90. 
Ateo Touch Table! end Atari Artist, 
£30. Tel: 0464-653724 

XL SYSTEM; 8O0XL. 1050 disk 
drwe. 1029 printer, joy slick, Touch 
Tablet. Atarrwriter., Home 
Accounts. Home Filing Manager. 
SAM Autonaiic Mouth strategy 
games plus many other games, a 
manuals, leads, etc, in good work- 
ing order, various programming 
books, all tor E180 o.n.o. Phone 
Southampton (07Q3)-S93OB2 

XL SYSTEM: 6DD.XL, 1 350 dish 
drive, lOlOtape recorder, 1029 
printer, joystick, leads, mantis all 
boxed plus Atari User issues vol. 1 
No. 12. Vol.2 Mo. 1-9. Mo. 11. Vol.3 
Mo.1>2.4, 5.9, 10, 11, 12. Vol.4. 
M0.1. 2, 4, 5. 6. Page 6 Issues 
36-40. 42. Limited software, £175 
o.n.o No spirts, buyer collects 
Phone Tom (evenings or 
weekends) on: 0B9S-6314Q5 

ST SfSTEM: 520-STFM wlh dou- 
We sided 1 meg internal drive, 
oads ol games, m good condition, 
sit boxed, £325 o.n.o. Contact 
Tony on: 061-998-4957 or 
061-445-0439 

MONITOR: Cfiff.r Mcf. 1 . r D1 
gives exceienr colour picture with 
Alan BOOXL or 130XE. £95. 
Phone: 09662 5032 (Windermere) 

XL SYSTEM: BOOXL iREVCj, 
1050 M D*sk Dove, 1029 Primer, 
1020 Printer/Plotter, 1010 cassette 
plus 100 s ol tapes and disks, all 
originals. C250 0 n 0 No reason- 
able otter reiused. Tel : 0702- 
201355 

6-BIT BARGAINS: Computer 
Eyes Voce Easier, Touch "*aDle1 
950 interlace, selection d games 
on disk, tape and cartridge includ- 
ing Transdisk IV Gaunllel. Auio- 
Ouei, Draconus. Druid, etc. Phone 
lor pnces on: 0602-400768 



ST SYSTEM: 52QST with new ex- 
ternal disk dnve. Multirace. joys 
nek. Autoroute. word processors, 
utilises, databases 4 lols of 
games, £240, Phone; 01 890 4660 

XL SYSTEM: SOOXL. 'CIO data 
recorder, |oys1ick. games, all with 
anginal manuals and boxes and in 
perfect condnion. £60. Tel 0382- 
202190 

XL SYSTEM: BOOXL (REVC), OS 
Card. Rambo 256K. Cupid Vf . 
XF551 Disk Dnve. 1010 Cassette, 
Morse l.'F, 35 cassettes. 1 30 disks 
(boned \ assorted software (Mmi 
Office II. Printshop. Atari Writer 
Plus & Ids more)., £325.00 deli- 
vered. Also Graphics AT I'F, 
£20 00. Phone 0621- 741 661 

XE SYSTEM: 130XE, 1QSO Disk 
dnrve. £150 worth oF cartridge 'disk 
games (Pac Men. Star Raiders 
Robot Men, Flight Sim II & scenery 
disk etc) books and magazines, 
£1 ID or may spit Phone Chiches- 
ter (0243J- 53H74 

MODEM: 3O0 8 1200 baud indust- 
rial slandarti wrih HS232 cable 
suit most computers,. £60> Oatari 
Interlace plus soltware to use 
modem wi!h 8- bit Alari range. £tQ 
extra, Phone: 0423- $79533 after 
6pm or weekends 

ATARI BASIC TUTOR: An Invita- 
tion To Programming 2 ; Writing 
Programs 1 A. 2; An Inflation To 
Programming 3; Introduction To 
Sound A Graphcs Comprises two 
manuals and tour combined audio/ 1 
program cassettes - Otters? Write 
to: Paul. 17 Spnng Road. Clifton. 
Shatford, Beds. SG17 5RE 

XL SYSTEM: 2 600X1'*, XFS61 
disk drive. 1050 disk drive, 850 
interface, Grapnix AT paral«l inter- 
lace, joystick, irakoaii, 1027 LQ 
prmier, Spartados. MlmOtNce H. 
Mouse + lots of software and Atari 
books. £403 of will spin a1 usual 
prices Phone: 07 h- 435- 2796 

XL SYSTEM: 6DOXL plus 1050 
disk drive I hardly used). C1 1 5 DO 
post tree, will not Split. Phcne: 
0423 879533 alter 6pm Of 
weekends 

PRINTER: 1029 dot meld*, with 
wad. C80 T* Q7B? ?9b:m 

XE SYSTEM: 130XE. 1010 recor- 
der, leads and manuals, over £300 
worth ot software, 2 joysticks and 
Atari User fflagts. Need quick sale, 
on y £175 0 n 0 Phone Doug on: 
0903- 767705 lor Anssphara) 

XE SYSTEM: 65XE. XC12 deta- 
corder. dust cover, manual and 
boned in mint COndrbon, loystifk, 
over E100 worth ot software (Dra- 
conus. Tiger Attack, etck some 
issues ol Page 6 ■+ old TV, only 
£99.00. No splits. Buyer must col- 
lect. Phone Pater on: 0623 252276 

XL SYSTEM: GOOXL, iOSD DtD, 
T>Tablef, dozens c-1 games-'utilities, 
inc FSli vnih 3 scenery disks. Also 
al manuals, several reievarvl 
books, joyslicks, blank disks, etc. 
£110 - no spins. Phone: llkley 
(0643)- 600413. Buyer collects 

$T RAM CHIPS; For memory up- 
grade, originally bought for a now 
abandoned preset, hence only 
E2.00 each Tel: 0734- 313791 
(Even#ngs) 



MUSIC ON THE XLXE: Three 
octave, four nole polyphonic 
keyboard witb software 'or ihe Xu 
XE. plugs into joystick ports. 
£40.00 o n. q. Phone: Ncrthamplon 
(0604f- 710268 anytime. Buyer 
collects 

MAGAZINES: Large number of 
AnlK and Analogs. Compute 1 
mags.. 2 sets. Vol. 1 or ST World 
including issue No.'. Dne dcjuc. 3 
coptes of ST Applications. Atari 
Users from Issue 1 , otters. Want 
AMe-male Reality Dungeon Disk. 
Del: 06O2-60232S fNotbnghami 

XE SYSTEMl fiSXE, XC12 data- 
corder. 6 |Oyslicks, books * mags 
£400 worth ol sortware wilh tote of 
top litles, 1 year old, boxed. Buyer 
collects Will spirt games. All worth 
£6B0, yours 1or E1 50 Ring Lawr- 
ence on: 0994 419447 

XL SYSTEM; SOOXL. 1050 di* 
drive frtJed U.S. Doubter. 1027 
printer, spare ink roller, Atanwi 
ten Spartados, PD software. 10 
Wank disks over 1 00 games. ? age 
fi and Atari mags, tockab*e disk 
box, £270. Tel: 0384-75155 

XE SYSTEM: 6SXE, XC ' 2 cassel- 
te recorder. 2 joysticks, some soft- 
were (serious & games), b''w TV, 
£120- No splits. Pnone Pete on: 
0604-716702. Can deliver within 
reasonable distance 0' Worth 
ample n 

DISK DRIVES: 1050 drive wflb 
J S DouOle' and HappyvLazer 
board, £l£B Memory Lpg-ade tor 
Atari ST, £S5.00: Internal 1 Meg 
drive for STFM. £50 00; Spare 
mouse. £20 00 Also want any 
non-working ST. Phone: 0495- 
272092 

blank disks ■ 50 unbranded ns- 
DD 3.5 inch d sKs unused and 
unwanted flrh. only £23. Phone: 
021 702 2l39>arter6pm 

ST SYSTEM; 520 STFM wirJh com- 
puter desk, 2 joysticks, mouse. 
£160 worth of software, several 
magazines with cover disks. Excel- 
lent oondrtton, £230 o.n.o. Call 
Mike on: 021-457-7706 

XE SYSTEM; 130XE. 1027 primer. 
1050 disc drive, sotlware which in- 
cludes The Pawn. Lajnceloi, Mer- 
cenary, international Karate, Koro- 
nis Rin. Transdisk IV, Paperclip, 
Pege S s and PD, all anginals 
Books include Compute !'s First 
Book * Mapping The Atari . £1 75 
complete. R«ig lan or Sheila on 
02S4-6640Q6 aher 5 15pm 

XE SYSTEM: 65XE with XC12 
cassette recorder, CX40 joystick, 
books A. magazines. Also 60i- 
fjames worth over £200. Alt 1his tor 
CBO.OO May spin and buyer must 
colled II possible Phone: 0268- 
747555 

XL SYSTEM: SOOXL, 1 050 drive 
with U.S. Doubier. 1O1O recorder, 
trackball, 3 joySt»f*S. 100* dlSKS, 
boned. £200. Tel: 0782-312)662 

XE SYSTEM: 65XE. XFSS1. 
XETEC Graphic AT Printer inter- 
Face. MAC65. Spartados X. M -•u 
soft Besic 2, Mim Office II Disk, 
£100 of software, all tor £140. 
Phone Jim an: 03552-39522 
(Evenings & Weekends) 

XE/XL SYSTEMS; 130XE. 1050 



disk dnve. JoysliO + C200 of cfcsn 
software, £150; SOOXL, 1010 1ape 
deck, joystick * £200 of cassette/ 
ROM software, £100 Both sys- 
tems bo.xed with manuals for £2S5. 
Phone: Exelar 21 S675 (alter 5 
August!) 

XE SYSTEM CLE AROUT: 130XE 
plus 'flbn disk c r ive ;_AZEP er 
h.inneo: Over 1 00 disks full ol uti- 
lities, languages, games/adven- 
ture*, Centrortocs printer inlertace. 
100's oi Antic' Analog mags loads 
of books and manuals and much 
more. €225 - no splhs. Phone Fred 
on: 0506-B&2944 (Can deliver in 
Central Scotland) 

XL SYSTEM: SOOXL. brand new 
XC12 cassette recorder and cover, 
aver £60 worth 61 software on cas- 
sette plus pyslick. £100. Tele- 
phone: 03*5-207296 after 4prn 

B5XE: upgraded 1o 130XE. 1050 
disk drive. 1020 printer/plotter 
data recorder, touch tablet, disks, 
tapes, books S magaimes. £290 
o.n.o. Phone: 0203 503S22 

XL SYSTEM: SOOXL {controller 
card), Happy 1050 drive. 2 joys- 
ticks, loads o1 Alari magazines + 
some ocoks, over £400 of software 
on disk plus about 30 tapes- All in 
excellent condition and in original 
packaging C'ish around £20O. 
Ring 0803-662230 erter 5pm and 
ask tor James 

ST SYSTEM: KOSTFM. 1 .5 Meg, 
joystek. mouse + mat and holder, 
3C games and disk 1UI n' utihlies, 
virus killer and much more, £250 
o.n.o. Write to: Jim Donald, 50 
Carlowrie Place, Gorebndge, Mid« 
lothian. Scotland EH23 4XP 

XE SYSTEM: 130XE, 1050 disk 
drive, 1010 cassette, 1029 pnnter, 
asao#tment 0' software inotudmg 
Mini Otfice II 4 Ffcghl Simulator II. 
venous books and manuals, 
100-cap disk box, £350 o.n.o. 
Phone: 0203-302404 after 6pm 

XE SYSTEM: 130XE. XF561 drrve 
<boih bo?;ed), Xetec printer inter- 
face, Rev Mapping The Atari, De 
Fie Atan. 20 Alan User magazines, 
£180+ worth ot commercial a PO 
software (ell originals), all Tor £250. 
Phone: Plymouth 569606 and as* 
lor Trts 

HARD DRIVE: 20Mo hard d*sk 
drive to SUd Alari ST. new and 
unused, only £2200 no Tel: 
071-272-1254 

DISK DRIVE: XFS51 , less than 
three months old. as new and ri 
perfect condrfjcn wilh DOS XE, 
MYDOS 4,5, CtOS 2.5. dusi cover, 
box and rnanuitt. Cost over £1 70. 
olleri to: Paul Allton, 66 Comrje 
Park. Yeovil. Somerset 6A21 38E 



WANTED 



PROGRAMS: Could anyone send 
me photocopies ol the tollowing: 
Blockbreaker (issue 20); Munchy 
Madness Screen Designer < Issue 
20): Flexible F tigers (Issue 2-:.. 
Please send to: Mr.J.Chan, 54 Bid 
dulpfi Way, Ledbury, Herefordshire 
HFtfl 2HN 

HAUNTED HOUSE: Plus ADVEM- 

ture cadrdges mr ^eoo vcs. 
Phone Steve Oh: 0743 59591 



6SXE SOFTWARE: Cassetie 
Loader, Stiorl List programs 15-2S 
lines, colour mcviro. p.iTtfirns and 
graphics, sliding block puZZlfrS. 
etc. Wits exchange Write to: 
F Card. 4 Loraine House, Acre 
Lane Waiimglon, Surrey 

HELPt: Has anyone gwf a spare 
set of the original instructions 
lUser Manual, etci 1or 1h« Aran 
T029 printer? Phone Harry on 
0787-473136 

PRINTER: 1029 or 130XE com- 
patible, must be m good condrhon 
please. Tel: Lesley Beasanton 
Reading {0734)-700575 

XL'XE HAROWAREi Either XL/XE 
compuler or 1050 disk dnve * 
manual Will exchange for Batla- 
borv Commander, Lapis Philo- 
sophorum, Speed Run and Silent 
Service (all disk). Contact S.Gaiio- 
way, 5 Benview Avenue, Beltast 
BT14 BRB 

MAGS INFO: Any Analog maga 
jmes and where 10 buy PD sort- 
warertype m programs. Ring Chrrs 
on: 06333-63939 (Cwmbran. 
Gwent) 

ATARI HARDWARE: Faulty hard- 
ware welcome, especially disk 
drives Up 10 £20.00 * p&p wiN be 
paid. Please contact Mike on 
0734-833006 or wrne to: 96 Hun- 
1ers Hill, BurghliekJ Common 
Reading, Berkshire 

DISK DRIVE: 1050, mus1 be in 
good working order, up to £50 
paid. I also neve a Trakball For sale 
or enchange. Phone: 0g92-55l2S2 
(Hertford^ 

US DOUBLER: Wilh inslruclions 
and SpartaDos on disk. Good 
prices paid. Pnone Laune Jeffs on: 
0375-391 199 {Ext 360) daytime Of 
0206-412406 evemngs and 
weekends 

TECHNICAL ADVICE; On the 4-SK 
expansion in my Alari 400 desper- 
ately needed Phone: 0604- 
710268 eny lime 

DISK DRIVE: 1050 for 8O0XL, 
working order please. Ivan Com- 
W*. 3 3D No in Clarence Streer 
(Flais). Dublin 1 . Ireland 

DISK DRIVE: 1050 in good work- 
ing order with manuals, etc Any 
reasonable prce pa>d. fl»ng Birm- 
ingham (02t)-7427999 

TIME A MAG-IK: Adventure on 
cassette Will swap tor Scapeghost 
on cassette Write to L. CotClOugh. 
43 French Avenue, Mite Oak, Tam- 
worth, StaHs. B78 3PB 

PRINTER^LOTTER: ' 020. will 
pay £25.00 or nearest decent offer" 
Musi DO in good condition Collec- 
tion possible Tel: OS32-001 476 
and ask for James Or wnte 10 14 
Firlree Avenue, Gartorth, Leeds 
L32S2JJA 

OLD 8-BIT HARDWARE; Atari 
4O0's and 1020 in working condi- 
tion, Ring Kevin on: 075786-515 
(York area r 

More 

overleaf * 



FOR SALE ... WANTED ... PEN PALS ... ADVICE ... HELP ... 
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AVAILABLE AT LAST! 



MIDIMASTER 

wk m cmw a m sm wm rain xl/xu 



MIDIMASTER is the only Midi interface 
and sequencing program available for the 
Atari XL/XE - with it you can control any 
Midi equipped synthesiser 

MIDIMASTER is £24.95 complete with in- 
terface, software and manual 

Make your Atari come alive with real 
music - you won't believe the difference! 



MIDIMASTER features . 

• 8 track sequencer for real time 
recording and playback 

m Any Midi channel or voice can be used 

• A MS music player 

• Voice patch editors 
for Casio CZ and 
Yamaha DX 



Use the order form on page 54 or write to 

PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR. 

Credit card orders accepted on 0785 213926 or by FAX on 0765 54355 




contact extra ... contact extra 



WANTED 



REVISED MAPPING THE ATARI: 

£1 E offered if in good condition, 
Please ring Nick Toop an: 
0223^63000 between 10.30am & 
7.00pm Mon-Fri 

DISK DRIVE: 1050 in good work' 
nil order If you've get one 1o sell 
Ifwn pteas* phone Bicester 
(0S6B) -346939 after 5.30pm 
weekdays 

DISK DRIVE: 1050 in working 
order. Please write 10 me wrtb de- 
tails (price. condition, modvhea- 
tions, ale). Write to John at 185, 
Rosehill Court, SaMtird Fi. M5 5JW 

ATARI ARTIST: Plus other ad 
packages or 1029 prinler utilities, 
on disk. Please desc* ibe clearly . 
Will pay best pnc& ottered Comaei 
Stephen For&ylh, B Gannon Road, 
Worthing , Sussex BN11 2DT. 
Can't guarantee reply 

DISK DRIVE: 1 050 in good work 
ing order, preferably boxed witb 
manuals Win pay up 10 £50. 
Phony David on 09?7-.. r gri:iH6 

BOOK: Mastering The Alan ST. 
£14 offered 10 Cove* all COSlS Musi 
be 'i very good condition Tel 
Ike/ (09431-600413 



DISK DRIVE: 1050 with U.S. 
Doubter Will exchange for Yama- 
ha Partysound keyboard + power 
pack V&S1Q0 with sound sampler. 
Ring: 02O4-69C259 or write to: 
Tom Kevdl, 6 Hilton Ai/enue, Hor- 
wieh. Baton, Greater Manchesie* 
BL6 5RJ 

PHESTEL CARTRIDGE: Needed 
for 130XE Ring JeH Woodward 
□n: 021-551-1947 

8-BIT SOFTWARE: Auicduel i 
Printshop on disk. MuSl be in A1 
condition, excellent price paid. 
Write to: Paul Alllon. 66 Combe 
Park. Yeovil Somersel BA21 3BE 



PENPALS 



B'BIT PENPALS. I would K.e to 
hear Trom anyone with an interest 
in using Ihe Atari wlh amateur 
radio, astronomy, and non-game 
d»Sk-based use Richard Bridges, 
Keltenslr. 1A, 6000 FranrturfM- 
66, WEST GERMANY 

800 XL PENPALS: My name is 
Richard and I am 12 yrs 0*d. I have 
a BCOXL' l 010 tape deck and Irxs 
of games \ 1 0O* \. I enjoy typing m 
programs. All tatters answered. 
Wrile to: Richard Boon. 9 Marston 
Path. Fit Dials. Cwmbran, Gwent 
NP44 4NJ of Phone: M333-&3939 



HELP!; Has anyone gol a copy or 
the old Get H Right II from Alan 
User. etfher cassette or lisling (ex- 
penses paldr- Ir W, please ring 
Paul on: 0533-356507 

N EW USE R GRQU P : am forming 
a new 8-bil user group called Aran 
Addition. We have a bi-monthly 
newsletter containing news, re- 
views, programs 4 loads of other 
features. For details write to Atari 
Addition, 1 Broadmeadteiw Green. 
Stowtawn. Bifeton, West Midlands. 
WVl4 6EG 

&.BIT PENPALS: I have a 130XE 
with 1050 dnve a. pnnter. I would 
like 10 hear from any 8-bfl user 
around the world 10 swap hints, 
lips, etc I ha«-e 500 software 
progs. AH letters answered. Write 
10: Didier Stephens 2 Ele Rue Des 
Nouillons. UESSY. 57160 Moulms- 
les-Metz. FRANCE 



MAXIMUM 

35 
words only 
PLEASE 

50 words allowed 
on PENPALS 



FOR SALE ... WANTED ... PEN 



TUHKISH PENPAL: I own a 

aOOXL wnh 1060 drive and 1010 
taps unit. I'd like to hear 1rom any 
Atari user who is interested in 
programming, gaming, etc. Write 
to Gem Gunal. Dr. Kemal Akgude* 
Cad.. 36 1 1 Frerier Ap , Bostanci 
Si 110, Istanbul. TURKEY" 

RADIO PROGRAMS: I an- looking 
tor programs, hardware, circuits., 
etclnrSSTV, RTTY, PACKET, 
FAX. etc for my B0DXL on lap& or 
disk. Write to: Steve "GWDDWCT. 
2 Haol Vaugban, Burry Port. Dyled 
SA1& 0HF or Tel: 05546-3024 

XL.XE PENPALS: Hi! My name 4 
rvo and I own an 9 00 XL - 1 050 4 
1010 l would like 10 swap hints 
wi'l i onynre in :he o.'or d about 
programming techniques (demo's, 
elci and games Please write to: 
ton van Poorten, Leenderbos 5, 
1447 TR, Purm*rend. HOLLAND. 
| All letters answered) 



&-BIT USERS: Fancy wrrlmg to me 
Aid learning to write youi 1 Own 
progs in machine code and get lots 
Of demos tree?! I own an 900 XL 
lifted with OfS caid + Ommmon 
chip. 1050 drive. Books I u&e are 
Mapping The Atari, Machine Cody 
1&2. De Re Alan 50 get in touch 
with me to swap hints 4 lips. elc. 
Write to: Jim Donald, 55 Canowrie 
Place. Gorebridge, Midlothian. 
Scotland EH23 *XP 

&5XE OWNERS: I f-ave a 65XL 
iinrj would like to swap hinls, lips 
and games wtfh any person wbo 
writes. All lalte'S answered Write 
tp: Leslie Trott. 136 A East Slreel. 
Bedminstar, Bristol. BS3 4£T 



4S 
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CON I \C I i\ I Kl.E of charge and may be used by any genuine 
Atari enthusiast for contacting other owners. Any notkf! may 
be included «>xcrp1 tho*e offering software only tor xolr- «r 
exchange or those offering items, t'or suit commercially. Ihi- 
Editor reserves the right to omit any notice received at his 
discretion* 

Send yciur CONTACT notice t« CONTACT, PACE f>. P.O. Box 54, 
Stafford, ST 16 I DR. Please write your notice on a separate 
sheet of paper, not as part of a letter. 



THE ACCESSORY SHOP 

ISSUE 45 



Some of you may not have seen teh Accessary Shop before. Trie Accessory Shop is PAGE 6's 
means of ensuring that your Atari gets the support it needs with public domain soflwre, 
accessories and special offers. Now for the first lime the Accessory Shop is able to offer you a 
whole host of Atari software for your XL/XE and at bargam prices. Whether you use your Atari 
for serious work or for fun, you'll find something of interest here and many of these programs 
have not been available for some considerable time. If you bought your Atari recently this is your 
chance to see just how versatile a machine it really is. 



VISICALC 



The wo rid famous Vislcak- spread sln-H available for your Atari. Vlsicalc wilt take care oral! of your 
spreadsheet requirements with all the arithmetical functions you could want on a spreadsheet that Is 63 
columns wide by 254 rows deep. All major spreadsheet functions are supported and the program even allows 
spill viewing windows. 

Visicalc must be one of the finest products ever produced for the Atari and comes complete with superb 
tutorial and quirk reference guide, Believe it or not the original price for this package was£l59,95f 

DISK ONLY 

OUR PRICE £11.95 



VlSiCALC 




THAfWtSC 

% 1M PM4 




TIMEWISE 



Why not use your Atari as an electronic diary? Timewise allows you to keep track of all your appoint mm is and 
important dates on a daily, monthly or yearly basis. Now you can dispense with your diary and let your Atari 
do the work. If you have a printer Timewise allows you to print out the Information In a variety of ways. 
Original selling price £22.99. 



DISK ONLY 

OUR PRICE E7.95 



PROOFREADER 



... h 



1 



Users of Atari writer will be delighted 
with this, the long losi spelling checker 
ibr the A1 a ri writer cartridge! Proofread- 
er may be loaded alongside Atariwriter 
to give you instant access to a diction- 
ary of 36,000 words. If 1 hat is not 
enough yoxi can add yotir own words 
as you go. Errors are highlighted on 
Screen for correction, unusual words 
ean be saved and you can look up 
spellings. Proofreader is the missing 
link for AtariwriU'r. 



disk only -OUR PRICE E5.95 



TOUCH TYPING 




CASSETTE 
ONLY 



Everyone who uses a computer nerds to 
brush up on their typing and now you 
can learn to type like a professional iyp- 
kst with this complete tutorial. Touch 
Typing presents a self paced method of 
k-Lirnlngbv le[1irif> you practice typing 
tetters, sentences and paragraphs, The 
computer determines words ptrr minute, 
number of errors and your weak points. 
Random sentences are generated to drill 
you in those areas. Contains two casset- 
tes and instruc tion manual. Previously 
£19.95. 



OUR PRICE £4.95 
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^et^ *i¥ave ^cut! 



Atari have had some real classic arcade games and originals either written themselves or 
specially commissioned. Some of these titles have not been available for some time and all are 
top quality programs to bring you fun and excitement with your Atari 

ALL ROM CARTRIDGES WILL PLAY ON ANY XL/XE SYSTEM 

INCLUDING THE XE GAMES SYSTEM 



DISK ONLY 

requires 1050 drive 



PLANETARIUM 

Fun or education? Both really in this fasci- 
noting look at the heavens. O'er 1200 
stars. 88 constellations, the solar system 
arid more than 300 dwp-ftky objrrts are 
depicted In this program that allows you to 
view i he univrxstv You ean make stellar 
and planetary maps, study eclipses, learn 
about latitude and longitude, sunrise and 
•unaet agtttnat latitude and season and 
determine navigational position from celes- 
tial observations. You'll learn a great deal 
and yuu ll bave fun while doing it. Includes 
an excellent manual and guide. 
Normally £16.95- 

OUR PRICE £6-95 




ROM 
CARTRIDGE 



GALAXIAN 



Another arcade conversion that re- 
tains all of the addictiveness of the 
original and still stands as one of the 
all time classics. Blast the galaxians 
as they advance in formation and 
peel off to attack. With one or two 
players and 10 skill levels you'll be 
entertained for a long time. Includes 
an easy option for beginners. 
Normaliij £1 2 35. 



OUR PRICE £6.95 




ROM 
CARTRIDGE 



U.S. FOOTBALL 



American Football is now a big craze 
in this Country and you can now play 
at home. Outsmart the defence, pass 
with amazing accuracy, run with 
speed and agility, make tackles, 
select offensive and defensive plays 
and more. You can take on the com- 
puter In a practice game or challenge 
a friend to a dramatic video bowl 
game of your own in a packed sta- 
dium. All the thrills of the gridiron - 
without all the bumps and bruises. 
Norrnully £1 2.95. 

OUR PRICE £6.95 



POLE POSITION 



The ultra -realistic graphics and 
sounds of the Grand Prix explode into 
your Living room in this computer ver- 
sion of the classic arcade hit. Com- 
plete a lap in qualifying time, thru 
take on the Fuji raceway and compet- 
ing drivers in a high speed race. One 
of the all time classics. 
Normally £12.95. 



OUR PRICE £6-95 




ROM 
CARTRIDGE 



PACMAN 



Surely one of the best known games? 
Guide your happy lidle Pacman 
through the maze gobbling up dots 
and fruits while avoiding the ghosts. 
Gain a bonus PacMan every 10,000 
points as you rack up the score. Sim 
pie, colourful, addictive and compell- 
ing. A classic game. 
Normally £12.95. 



OUR PRICE £6.95 



lOCSW^UTEf 




ROM 
CARTRIDGE 



JOUST 



Don your helmet and hoist your lance 
and climb aboard an ostrich in Lhis 
unusual arcade game! Do battle with 
the evil Buzzard Riders in deep space. 
Pterodactyls to the right of you, alien 
eggs to the left, you must leam to fly 
so that you won t die so very far from 
borne. All the arcade thrills for one or 
two players. 
Normally £12.95. 



OUR PRICE £6.95 



joust 




ROM 
CARTRIDGE 



so 
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ROM 



RESCUE ON 
FRACTALUS 

Ask old hands what was one oi' the best 
U.LUJU.S ever for I he ALiri and ■ good propOl 
tlon of them will say Kcscuc on Fractalus. 
This game from Lucasfilm set new stan- 
dards in computer games combining a 
space flight simulator with a rescue mis- 
sion. Super, ever changing. 3 U scenery :as 
you (ly through (he mountains to land on 
the planet and rescue stranded pilots. It's 
lough and as you get belter it gets tougher, 
but what a III rill in master. See for yourself 
why many consider dus in be the best 
game of all time. WormaUy £14.95. 



CARTRIDGE OUR PRICE £6-95 




ROM 
CARTRIDGE 



BATTLEZONE 



Another cracking ari-ade conversion lh;il 
set new standards. You command a tank 
on the battlefield under attack from enemy 
tanks and Hying saucers. You can man- 
oeuvre through 360 degrees as [he enemy 
attacks from all directions. Watch your 
radar, lum and blast as the enemy 
approaches at speed. A direct hit will see 
the enemy lanks and saucers explode into 
fragments, but if they fire first, you'll have 
to outmanoeuvre I hem, It takes nerves of 
steel, One player, five skill levels, 
■VnrmaHr/ £14.95. 



OUR PRICE £6.95 




ROM 
CARTRIDGE 



LODE RUNNER 



Another classic, perhaps the l*est of all 
ptatibnn games. You are a highly I rained 
Galactic commando deep in enemy icrri 
tory. Your missing is to Infiltrate all 75 of 
the enemy's subterranean levels to recover 
every last piece of gold. You are equipped 
with a laser drill pistol but you'll need 
more than that, you need cunning, speed 
and agilhy. UkU- Runner includes ;l unique 
extra that allows you to create your own 
levels so thai (he game can go on forever. 
One of the best. Normally £14,95. 



OUR PRICE £6.95 



mm 

-mmm 



ROM 
CARTRIDGE 



ONE ON ONE 



Flay basketball with two of America's top 
players in this great sports simulation 
which features realistic offensive ant\ de- 
fensive moves, fatigue factors, hot streaks. 
a shot clock, even instant repay and a 
shattering backboard! Like the game of 
basketball itself, Onc-on-One rewards you 
for playing with your head as well as your 
hands. Master the joystick moves, sharpen 
your timing and hone your reflexes. Jumpl 
Shoot! Score! JVoirnnily £} 4,95. 



OUR PRICE £6.95 



BALLBLAZER 



Another from Lucasfilm. this top quality 
split screen game takes place in a games 
arena of ihe future, You are strapped into 
a Rotofoil hovercraft-like vehicle that skims 
over the surface of the playfidd at 50 met- 
res per second. The objeel is simple, just 
release your Plasmorb through your oppo- 
nent s goal - but it takes a great deal of 
skill and tirrringf Ballblazer features two 
player simultaneous play wiih first person 
perspective for both players. One of the 
finest two player games ever. 
Normally £1 4.95. 



OUR PRICE £6.95 




ROM 
CARTRIDGE 



STAR RAIDERS 2 

The original Star Raiders Is updated with 
better graphics and sound in this all action 
space drama in which you must track 
down enemy craft using your long range 
scanner and radar. Your job is to clear 
each sector whilst ensuring thai the enemy 
do not overrun planets in another part of 
the galaxy. It will lake skill in deciding 
which sector to warp to, can you afford to 
clear a sector or will you have to leave to 
defend a planet and return later! Make 
sure your craft is in good condition and 
properly fuelled at all times, A great follow 
up to an all time classic. Normally £14.95. j 

OUR PRICE £6.95 



STAR 



ROM 
CARTRIDGE 



MIDNIGHT MAGIC 



Plnball on your Alari can become totally 
addictive as thousands on addicts In the 
famous Plnball Construction Set will tes- 
tify. Now you can Join in the fun with 
David's Midnight Magic, all the thrill of the 
pmball table on your screen. There are 
dippers, bumpers, drop targets and you 
can even 'shake' the machine. Watch you 
don't tilt 111 Ail of the action, sounds, tlirills 
of real arcade plnball for up to four play 
efs. NOTftoCd price £1 4,95. 



OUR PRICE £6,95 




ROM 
CARTRIDGE 



FIGHT NIGHT 



Fight Night brings you all Ihe thrills of the 
boxing ring as you face five of (he most 
brutal tightci s ever. Ms five scparale h^t - 
tics are total war with relentless action. 
The Boxing Construction Set allows you 
and your opponent to create your own per 
feet boxers, selecting stamina, intellect and 
slyle. Train, spar and step Into the ring to 
v>:\ vi 1 1 1 1 | if • i |i I r. boxer agalnsl (he computer 
or another opponent. For one or two play- 
ers. Ntwrntitiif £14.95. 



OUR PRICE £6.95 




ROM 
CARTRIDGE 
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Learn to program, it will make you Atari come alive. Even if you are only able to write short 
program you will experience the joy of creation and once you start, you may well want to go on 
to become an accomplished programmer. If you already know Basic, maybe now's the time to 
learn machine code. 



MACRO ASStMflltR 

^•il'll'.l.lHH IH1 I I IMO0 




DISK ONLY 



MACRO ASSEMBLER 



The Macro Assembler will allow you to create your own 
machine language games and applications Ave times Faster 
than with the Assembler Editor cartridge and it can assemble 
as many as 1600 symbol definitions with no limit on program 
size. You can duplicate code, optionally assemble code and 
modularise your program. You can define symbols and mac- 
ros In a library file and access them allowing you to create 
modules that can be used time and time again. The Program - 
Text Editor included has all of the features of a word proces- 
sor enabling you to write your programs much more conve- 
niently. Unleash the power ol your Atari with Assembly Lan- 
guage programs. Includes two" reference manuals and a quirk 
reference card. 
Wormed price is £19.95, 



OUR PRICE £7.95 



EASY PROGRAMMING 
FOR YOUR ATARI MICRO 




This book went out of print 3 years 
ago and we have been searching for a 
replacement ever since. We are abso- 
lutely delighted to have found more 
slocks of one of the best beginner's 
books ever published. Over the past 
couple of years whenever someone 
has phoned for a beginners book on 
programming we have advised then 
to try and lind a second hand copy of 
this book now you can buy it once 
again, brand new! By the end of this 
book you ]| be writing your own prog- 
rams, including those with full 
graphics and sound. 



OUR PRICE £5.95 



INSIDE ATARI BASIC 

[f you fancy dabbling with programming but are not sure of 
your capabilities try this excellent little beginners book at a 
bargain price. The book takes you through every stage of 
programming at an Introductory level showing you Just 
enough to get you started. If you get hooked then you can 
always go on to a more advanced book, ideal for youngsters or 
the complete novice. Over 1 80 pages. 



OUR PRICE £2.50 



MOTE Thu cxjlsicta 
□I Vusd books nm 
dKjilly drly txjl im 
boefcs lun nol 



BASIC CARTRIDGE 

Why would you want a Basic Car 
tridgc when Basic is already built in 
to your machine? Well sonic prog 
ranis, especially some early public 
domain programs won't run on the 
XL/XE but they will if you plug in the 
old version of Basic. Much more con- 
venient than having to boot in the old 
Baste from disk and, at this price, 
worth having just as a backup. We 
will not be having more stocks of this 
Item so now is the time to buy. 

ROM CARTRIDGE 

OUR PRICE £3.95 



ATARI BASIC 



A self teaching guide to program- 
ming In Basic that includes 
dozens of lessons and self tests. If 
you want to learn Atari Basic 
properly, step by step, rather than 
just playing about with programs, 
this tutorial approach is the way 
to do it. You 11 pick up a full 
understanding of such things as 
Read and Data, If-Then state- 
ments. For- Next loops, subscrip- 
ted variables , arrays, string vari- 
ables and more, The approach is 
somewhat academic but if you 
work through the book you will 

not only be able to write programs, youll understand exactlv 
w r hat you are doing and that is fundamental to putting your 
own ideas Into a program. The book that the editor used to 
learn Atari Basic! Originally priced at £14.95. 




OUR PRICE £5.95 



sli^illy ckrty tAi\ |he 
t ' ■ '. ais no I 
damogad in any way 



400/800 FIELD SERVICE MANUAL 

Your last chance to obtain the 400/800 manual and at a 
special price. We have now picked up Atari s last stocks of 
this excellent service guide that is also partly relevant to the 
XL/XE. Contains circuit diagrams, repair information, service 
bulletins and much more. A great resource for all techno- 
buffs. Last Jew copies. 



OUR PRICE £9.95 
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PUBLIC DOMAIN 



The Page 6 XL/XE Library carries a huge range of top quality public domain programs on disk - 
everything from games to utilities to applications. If you have a disk drive and haven't had a 
copy of our full catalogue, you don't know what you are missing, Ask for a copy. 

Here are the new disks available with this issue. All disks are £2,95 each except where shown otherwise. 



THE NEW LIBRARY DISKS 



Disk #139 • TANK MATHS 

A very nice lutored maths exercise tor chil- 
dren that will have them hooked as they 
learn. Although aimed at pre-school up to 
about 7 or 8 /ears old, older children and 
adults may find it useful for practising mental 
arithmetic. The problems include Addition, 
Subtraction, Multiplication, Division and Multi- 
plication and Division tables are included. 
There is even a Roman numeral quiz that 
everyone will find useful. The program pre- 
sents problems that ihe student has to 
answer. With every correct answer your tank 
will blow the question out of the sky whilst 
incorrect answers are counted down as the 
correct answer is shown. This is a shareware 
program and the questions are set at certain 
levels but will provide adequate praclise. A 
multiple level version is available from the 
authors. A very nicely presented educalional 
program. 



Disk #140 - EARTH SCIENCES 4 - 
ROCKS AND MINERALS 

The ne*t tutorial in the earth Sciences series 
covering ihe subiect of Rocks and Minerals 
and including Minerals, The Hardness Scale, 
Igneous Rocks. Sedimentary Rocks, Meta- 
file rphic Rocks and Weathering, The same 
format as earlier disks with questions and 
multiple choice answers, Perfect for students 
and fascinating for others as a way to im- 
prove your general knowledge. If you have 
followed the entire series, you might soon be 
ready lor Mastermind! 

Disk #141 - PIXEL ARTIST DE LUXE 

A really top-class drawing program that has 
some unique features. Everything you might 
need in a paint package is here, including full 
on-screen help. You can charge colours, 
brushes and spray patterns, change the 
speed of your brush, draw with line, box, 
oval, fill or rays and there is an excellent 
zoom facility (the best we have seen on a 
paint program) as well as Undo facilities and 
more. You can use a Joystick or Touch Tab- 
let and save in Koala or Micropainter format. 
There are keyboard shortcuts and up to 10 
configuration tiles may be saved to disk, 
Altogether a top quality package that can 
compete with any commercial program. 



THE NEW DISK SPECIALS 



DS#51 - THE HOBBY-TRONIC DEMO 

(Requites 1050 or XFS51 drive) 

A great new demo from West Germany cre- 
ated by one of Germany's top Atari clubs. 
There are six demos wilh great music 
throughout - a great welcome screen fol- 
lowed by a five level parallax scrolling demo 
that would be the envy of many ST owners 
and then a nice graphics and mixed sampled 
sound demo that includes a great pixel sine 
wave demo. Next Ihere is the Monster demo 
with bouncing sprites, a starfield and great 
music followed by a beautiful, smooth, hyp- 
notic pixel demo with hundreds of superb 
patterns, all finished up with a simple graphic 
demo with a German scroll but some great 
percussive music These demos are great, 
you won't believe your Atari can do so much 

DS#52 - GOLDHUNT 

Great role playing action in your choice of 
dungeons. You have to find a bag of gold 
within each room whilst avoiding traps and 
other hazards and relurn to the exit where 
you may travel to other levels or simply re- 
turn home, The screen is divided into two 
parts, the square window which shows your 
position and everything you can see from 
your location and the lower part which allows 
you to enter commands for each of your 
moves. There are items you can carry, in- 
cluding a scanner, a torch, a magicians wand 
and you will need them all. Within each 
dungeon there are statues, fountains, 
bridges, doors and tapestries all of which 
play a part in your quest - you must learn 
how to cope with each one. There are 
dozens of ready made dungeons plus an 
Editor which allows you lo create your own. 
Goldhunt is an excellent program of commer- 
cial quality that is impossible to describe in 
detail in a short space. The disk contains a 
comprehensive explanation of the game. An 
excellent game, one of the best of its type in 
the public domain, and well recommended. 

DS#53 - INFANTRY SQUAD 

Something quite unique for the public do- 
main, a fully fledged wargame with all the 
features you would expect from a commercial 
program. In fact this was once a commercial 
program and is now released to the public 
domain. Infantry Squad is a one player game 
of taclical skill played on the squad level. 
You have an Infantry Squad made up of a 
Squad Leader, two Fire Teams and an 
Armoured Personnel carrier equipped with a 
machine gun. Your mission is to completely 



eliminate all enemy units from the battlefield 
while ensuring that your men survive. Your 
final score is based upon the amount ol 
damage your men sustain. All of the usual 
features of wargames are included and you 
may also design your own battlefields with 
the built in Drawing package Again this is a 
complex program that cannot be explained in 
a few words but it comes with full instructions 
on the disk. Essential for dedicated wargam- 
ers and a great, low cost, introduction for 
those who have not sampled strategy games. 
Infantry squad is a top class program, give it 
a try. 

DS#54 - THE 8-BIT REFERENCE GUIDE 

With many of the best reference books now 
out ot print, this disk based reference guide 
is more than welcome. A superb tutorial thai 
may be printed out with a word processor or 
read direct from the disk with the viewer 
program supplied. The guide covers the 
whole spectrum of Atari programming includ- 
ing The Central Input-'Dutput Utility, The Disk 
Operating System, Using DOS 2, The Cas- 
sette Handler, The Keyboard Handler, Printer 
Handler, Screen Editor, The display Handler, 
The Resident Disk Handler, System Inter- 
rupts, The Floating Point Arithmetic Package, 
Boot Software Formats, The Serial Input'Out* 
put Interface, The Hardware Chips, Display 
Lists, Player Missile graphics, Sound, The 
Joystick Ports and more. As you will see 
from the subject matter the guide is aimed at 
the more advanced user but it contains mate- 
rial that will be useful to anyone who wants 
to program the Atari effectively, A very com- 
prehensive coverage of the machine with 
much information that is now difficult to 
obtain elsewhere. 

The 8-BIT REFERENCE GUIDE 
is a THREE DISK SET price £6.95 



COLLECTION 

No. 7 



Our latest top value collection comprising 
Disks 121 to 140 from ihe library on 10 
double sided disks that can be used on any 
drive. Collection 7 includes a FREE BONUS 
disk of Graphics and Sound Demos and 
comas |p e useful storage box. 
PAGE 6 Collections represent great value 
saving 120 on tha individual price of Ihe 
disks! 

Treat yourself or a friend 
Collection 7 - just £30 
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ORDER FORM 

ALL ITEMS FOR XL/XE 



SOFTWARE 



PUBLIC DOMAIN DISKS 



Qijanlilv 


Title 


Price 


Total 




VISICALC 


E1 1 95 






TIME WISE 


£ 7,95 






BASIC CARTRIDGE 








MACRO ASSEMBLER 


£ 7.95 






TOUCH TYPING 


£ 4 95 






PLANETARIUM 


£ 6 95 






PROOFREADER 


£ 5 95 






POLE POSITION 


£ 6 95 






GALAXIAN 


r fi 95 






PACMAN 


£ 6.95 






U S FOOTBALL 


E 6.95 






JOUST 


E 6.95 






RESCUE ON FRACTULAS 


E 6 95 






BALLBLAZER 


£ 6.95 






BATTLEZONE 


£ 6,95 






STAR RAIDERS 2 


E 6.95 






LODE RUNNER 


E 6,95 






MIDNIGHT MAGIC 


E 6.95 






ONE ON ONE 


£ 6.95 






FIGHT NIGHT 


E 6.95 




Total 






BOOKS 


Quantity 


Title 


Price 


Total 




EASY PROGRAMMING 


E 5.95 






ATARI BASIC 


£ 5.95 






INSIDE ATARI BASIC 


E 2.50 






400 800 SERVICE MANUAL 


£ 9.95 




Total 







Quantity 


Title 


Price 


Total 




Disk #1 39 - TANK MATHS 


£2.95 






Disk #140 - EARTH SCIENCES 4 


£2.95 






Disk #141 - PIXEL ARTIST 


£2,95 






DS51 - HOBBY-TRONIC DEMO 


£2.95 






DS52 - GOLDHUNT 


£2.95 






DS53 - INFANTRY SQUAD 


£2,95 






9-BIT REFERENCE GUIDE 


£6.95 






TURBO BASIC 


£3.95 






COLLECTION No. 7 
(10 double sided disks) 


£30.00 




Total 





PAGE 6 SOFTWARE 



TOTALS 

Software £ 

Books E 
Post arid Packing on above £ 1 .00 

Public Domain E 

PAGE 6 Software £ 

Total £ 



All on disk unless shown 


Quantity 


Title 


Price 


Total 




MIDIMASTER 


£24.95 






TRANSDISK IV 


£19.95 






TARITALK 


£19.95 






MINI OFFICE II 


£14.95 






SPELL ME - Cassette 


£ 4.95 






SPELL ME - Disk 


£ 6.95 




Total 





TELEPHONE ORDERS 0785 21 3928 



Most goods wili b$ despatched within a few days but please afiow up to 28 days for 
delivery ■ Ple$$e f$ef free to copy this form it you do not wish to cut the magazine 



Name 
Address 



Total Order £ 
OVERSEAS postage (see above) £ 

Total £ 



^ I enclose cheque/P.O. for £ 

I I I authorise you to debit my credit card 

□ VISA □ ACCESS DeUROCARD □ MASTERCARD 

My card number is: 



Expiry date: □□ 



Signature 



Please ensure that the name and address shown are 
the same as the cardholders. 



POST TO: PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR Tel. 0785 213928 FAX: 0785 54355 




FILEi~t 



Let's start with the programs shown in the pictures on the 
right. First up we have MEAN STREETS from U.S. Gold which 
looks as if it might ha the forerunner to a new genre of 5? 
games that combine several popular types of game into one. 
It is basically an interactive adventure in which you have 27 
animated characters to meet and talk to, in fact some of 
them do actually tatk using digitised speech} Add to that a 
flight simulator to get you from city to city and action 
packed shoot-outs when you meet some unsavoury charac- 
ters and you have a fairiy unique game. From Mindscape 
comes a real weirdy, LIFE AND DEATH in which you play the 
part of a surgeon in a simulation that puts the scalpel in your 
hand and lets you play God. You have to read charts, 
diagnose, order blood tests and then decide when and how 
to operate - and when you do, its all there in living colour' 
The faint at heart had better stop reading now! On a more 
conventional level is Hartey DAVIDSON THE ROAD TO 
SWRQESS in which you jump aboard (he world's most 
famous bike on a trip to the year's biggest biker rally in 
Shirgess. South Dakota. Along the way you'll meet some real 
dudes ot tire road to swap some tales, then it's on to Piker 
games including drag racing, slow rides and hill climbs, Ml 
the tun of a Hartey Davidson without shelling out several 
grand for the bike! MAGiC FLY from Electronic Arts is a 
space flight simulate r-cum-bJast up which finds you on the 
edge of the universe piloting a Craft that has been evolved 
from some of natures invertebrate beashes. Vou hare 30 
different aiien craft to overcome in combat using 10 types of 
weapon all set in a labyrinthine network of tunnels. If you 
dont like space, a platform game called FLOOD might 
appeal. This program has been designed with the younger 
player in mind and relates the sad story of Quiffy, a stfghtiy 
overweight wee green Blobbiel You have to keep Bioobre 
from the nasty creatures mat hare invaded his underground 
home whilst at the same time trying to avoid the flood. 
Etectrocoin are making a big splash press wise with conver- 
sions from the arcades and the first release TIME SOLDIER is 
now out. A fight through time from Primitive Man through 
Ancient Rome, Medieval Japan, World War 3 if dent remem- 
ber that one) up to Future Worfd. Should save a lot of I Op's 
in the arcade. Elecirocein's next is MR DO! RUN RON one of 
the old classics brought up to date and retailing at just 
£1439. DomarJr continue with their licences utttering me 
proud cry 'Bond is back' heralding the release of THE SPY 
WHO LOVED ME in which you have the chance to wrestle with 
the evil Jaws and rescue Anya Amasova. Lots of chases in 
the Lotus Esprit, speed boats andjetskis add to the fun, U.S. 
Gold are promising something special with GOLD OF THE 
AZTECS written by an ex-Psygnosis designer and featuring 
some $.000 frames of animation of which 1,500 are reser- 
ved for the hero. SO screens of puzzles, tricks and acroba- 
tics with, they claim, over 26 megabytes of graphics cram- 
med on 2 disks. Continuing the contest of "who can put the 
most into a program', U.S. Gold aiso have MURDER which 
they say contains over 3.5 million unique murders for you to 
solve 1 . Looks like you'W have to do a Jack Kipper and retire 
with one or two still outstanding. If you know the game 
Cluedo, youtl know exactly what to expect. Psygnosis are 
always worth looking out for and they have more just out 
including ANARCHY by me author of Baaf, claimed as the 
world's fastest Shoot 'em up game for the ST. and MATRIX 
MARAUDERS ' a new concept in super-fast 3D abstract 
racing games'. There is too much involved to tell it all but it 
looks interesting, two computers: if required and a talking 
navigator. Not, apparently, a game for the novice either ■ 
you have to he good before you start) To finish up, look out 
for KNIGHTS OF LEGEND from Mind&cape, apparently 8 
years in development and offering the most comprehensive 
combat system ever incorporated in a role playing game'. 
There you have it, the biggest, the best, the longest de- 
veloped, die most advanced software yet for your ST, until 
tile next issue, that is! 




MEAN STREETS - 
a whodunnit, 
flight simulator, 
arcade shoot out 
and adventure 
all in one game! 



LIFE & DEATH - 
no this is not a 
naughty picture, 
it's an operation, 
honestlyJ 





MAGIC FLY 
crimebusting 
on the edge of 
the universe 
with the Magic 
Fly squadron 



HARLEY DAVID- 
SON: THE ROAD 
TO STURGESS - 
customised 
bikes, biker 
games and lots 
of laughs 




BOOKS 



AMATEUR OR PROF 

John S Davison has been flying FS2 again 




Flight Simulator II (FS2) enthusiasts are In for another 
treat with these new offerings from Compute! Books, 
Both art- packed with interesting and exciting scenarios 
for you to fly, ranging from short h simple sightseeing flights to 
long, complex flights Involving much use of FS2's advanced 
radio navigation equipment. 

Scenarios are set up by keying in the editor data supplied for 
each flight, and then you're "talked through'* the flight as It 
happens. Some of these verbal comments run only to a few 
lines, hut ethers (particularly in the commercial flying book) 
amount to many pages of detailed instructions and descrip- 
tions of what to look out for. 



A FLIGHT SIMULATOR ODYSSEY 

Charles Gulick £14.95 

This book is by that most dedicated of FS2 pilots. Charles 
Gulick. and is his SIXTH book on the subject. It contains 126 
scenarios spread over the basic scenery supplied with the FS2 
program and three of the accessory scenery disks. 
There are 12 flights using the original sceneiy supplied with 
all versions of FS2. plus a further 1 1 in the San Francisco Bay 
area (standard with the ST version f but available as an acces- 
sory disk on 8-bit machines). Amongst other things, you'll view 
the Statue of Liberty, fly between the massive twin towers of 
Manhattan's World Trade Centre, and perform precision land- 
ings at Tacoma Narrows near Seattle - the airport with the 
built-in water hazard! in the San Francisco area you'll land on 
a dock at the famous Fisherman's Wharf, buzz the control 
tower at Livermore airport, and fly THROUGH one of the giant 
airship hangars at Mo li eu Field! 

Scenery Disk 7 covers a huge region, extending from Just 
below the New York area right down to Key West at the tip of 
Florida. 1 he 37 scenarios cover it all, including landing on 
Washington Mall near the White House, and doing an engine - 
off landing from 10,000 feet on Lhc Space Shuttle Landing 
Facility at Cape Canaveral - Just like a real Shuttle pilot would. 
Scenery Disk 1 1 also covers a large area, this time in the 
Great Lakes area and extending up Into Canada. The 23 
scenarios here include participation in a new sport - glider 
chasing - to find the gliders flying at four locations on this 
disk. You'll also visit the Niagara Canyon and Its famous Falls; 
and land at Johnstown In the Allegheny Mountains. 
The Western European Disk is the one we were all waiting for, 
and Charles Gulick has given it the full treatment. The 42 
scenarios show you the sights of England. France, and Ger- 
many, and how to visit areas not described in the FS2 instruc- 
tions - such as Iceland, Tangier. Greece, and Italy. You'll view 
the English chalk giants, such as the White Horse of Uffington; 
go sightseeing over Ixmdon and land in Regent's Park; see the 
sights of Paris; visit the cities and mountains of southwest 
Germany; and land in the Kremlin Park in Moscow! 
In summary, the book is a highly enjoyable way of quickly 
getting to know those scenery disks. If you have the disks, you 
need this book. 



REALISTIC COMMERCIAL FLYING 
with Flight Simulator 
John Rafferty £14.95 

Charles Gu lick's books are written from the viewpoint of the 
enthusiastic amateur pilot, but John RafTerty takes things one 
step further. Here he attempts to show you what the profes- 
sional pilot s world Is like- 
To begin with you're taken through four cheek rides', to 
ensure you have all the skills for hoth basic and instrument 
flying before progressing to your first real assignment. There 
are 26 'real' flights , covering air taxi operations, commuter 
flights > aircraft ferrying flights, air express deliveries, night 
mail operations, and even an aerobatics demonstration at an 
alrshow in California. 

Each flight begins and ends at a real-world airport in the 
basic FS2 package (no scenery disks needed), and is planned 
on the basis of a realistic weather briefing. You also have to 
contend with changing weather conditions during the flight, 
liefore a flight commences you produce a proper lli^hi plan to 
obtain an 1FR (Instrument Flight Rules) flight clearance from 
Air Traffic Control. Once under way, you receive all Instruc- 
tions from ground, tower, and en route controllers in the crisp, 
authentic ATC manner. Real KS2 nuts would probably want to 
record these communications onto tape and play them back 
over headphones at appropriate points to simulate real radio 
commu nieation! 

The book also contains sample blank flight planning and log 
forms, and Victor Airways charts and 1FR approach plates for 
each of the airways and airports used. 

It needs considerable skill to fly these scenarios accurately, so 
this book is not aimed at the absolute newcomer to FS2. 
However, once youVe mastered the basic flight skills you 
should soon be able to manage them. 

Overall, the book provides a fascinaung Insight into the world 
of the professional pilot and provides yet another way of 
extending the scope and use of FS2. Highly recommended for 
all serious FS2 fans. 



A 

FLIGHT 

SIMULATOR 

ODYSSKY 





Both of these books are (mailable Jrnm the PAGE 6 Accessory Sfiop. 
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REVIEW 



UNIVERSAL ITEM 
SELECTOR 



There is a great little utility in the public domain called The Little Green 
Selector that knocks spots ofF of the item selector built into GEM and is 
still far better than Atari's "improved" selector found InTOS 1.6. If you 
don't already use It. you should. 

So, with a good PD file selector, why should you consider spending money on a 
commercial product such as The Universal item Selector? Simply because it takes 
the basics of an alternative file selector and improves upon it tenfold turning a 
simple selector box into an almost indispensable utility than any serious user 
will not want to be without. The Universal Item Selector is installed when you 
first start a working session, either by placing in an AUTO folder or by running 
the program. Nothing much happens until you run another program that needs 
to access a disk. As soon as this occurs. LIS takes over and you are presented 
with a huge selector box that enables you to see up to 36 filenames at once. If 36 
is too many then UIS can be configured to show 12 filenames In two different 
formats and any configuration chosen can be saved to run automatically next 
time you boot up. So, you can see more filenames, there must be more to It than 

Let's start with the utilities. UIS lets you move, copy, rename or delete any file 
without opening windows and without having to be within another program. In 
fact all the utilities art available whenever UIS is called whether you have a blank 
desk top or are in the middle of some word processing or other work A handy 
accessory that comes with the program enables UIS to be called at any time and 
all the utilities can then be used, In practice, you will alien find yourself wanting 
to load a file for a particular application and discovering that other files can be 
deleted or would be better renamed. No problem with UIS, just do it, even If the 
program you are using does not support these functions. If you need a new 
folder, just create it. Other utilities Include formatting of disks and printing of a 
directory plus the ability to lock or hide files, either individually or en bloc. All of 
the utilities can be used in this way so if you want to copy or move a whole 
directory it can be done, and even if you cannot see all of the files at once. 
User of hard disk will find UIS a real boon, particularly If they use a number of 
partitions and many folders. Any directory path can be assigned to a function key 
so that this path will appear in the selector window whenever the appropriate key 
is pressed and these key assignments can be saved so that they load as defaults 
whenever UIS is installed. As an example, in preparing this issue I have a folder 
on drive C named FLEET- ST which In turn contains a folder named ISSUE.45 
which In turn contains folders named TEXT and DRAFT. 1 need to access all 
these plus similar folders for the last issue together with other folders in a 
PROTEXT folder. Doing it the conventional way of closing down through levels 
and opening up again takes ages but with UIS I just press one key. Brilliant! And 
what makes it better Is that I can still use the function keys with Fleet Street for 
other purposes. UIS does not Interfere in any way with other programs- 
Anolhcr useful feature Is the ability lo select up to four 'user definable' 
extensions so that only files with the selected extension appear In the window. 
You nan at any time select other defined extensions and you can use these 
extensions or another selec ted template to search for any file. Defining exten- 
sions is extremely simple as is every aspect of using UIS. there are no compli- 
cated setting up procedures, everything Is done from within the selector box. It 
couldn't be easier to use. 

There are many more refinements to UIS w hich enhance the program even more, 
in fact you will probably forget to use some of them, but the basics outlined make 
it well worthwhile for every serious user. Like NcoDcsk. once you have used it 
you will not wish to go back to the poor substitute of GEM. 

Universal Item Selector is available from 

The ST CLUB, 49. Stoney Street, Nottingham, NG1 ILX price £15,95 




The default setup of UIS with 36 filenames - text 
can be made smaller arid the selector box can be 
adjusted to show less files 
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Filp aitrih\ites can be changed, either as individual 
files or en bloc. Other utilities allow flies to be 
rnoued, copied, renamed or deleted 
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Universal Item Selector can be configured easily to 
suit your preferences - your chosen configuration 
will be booted next time you use UIS 
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Ifie smallest window available gives Just 12 
files to view - the window can be positioned 
anywhere on the desktop 



reviewed by Les Ellingham 
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WITH YOUR ATARI 



John S Davison's 
regular guide to 

all the ways 
of making music 
on your favourite 
computer 



H 



ow do you portray a musical sound in 
words? That's a problem I have in writing 
this column - how to describe the sounds 
produced by the hardware and software 
discussed here? Really, the only answer is 
for me to actually play them to you. so that's exactly 
what I'm going to do - on a new PAGE 6 audio cassette 
recording. 

'Hie basic idea is to demonstrate the musical capabili- 
ties of your Atari, using equipment and software that 
the average Atari user can relate to, AJ1 too often music 
demo's use MIDI setups costing thousands of pounds, 
when all most people would ronsider spending is a few 
hundred at most. For example, the main MIDI demo at 
the recent Atari 90 Show used twirl Roland D50 synth- 
esisers with C- Lab's Notator sequencer software - total 
cost about £2500- Another instance was the Yamaha 
SY77 synthesiser and Notator software used to pro- 
duce the short demo cassette recently given away free 
with ST Format magazine. Once more total cost was 
around £2500. These setups certainly sound impress- 
ive, but are hardly a practical proposition for most 
enthusiasts. 

Our project starts from thr opposile cud of the scale (if 
you'll pardon the pun), showing you how to tap the 
musical potential of your Atari without spending a 



fortune. It covers several different aspects of computer 
music making, using only relatively low cost software and 
hardware - and you actually get to HEAR the sounds they 
can make! 

Don't expect a quick, flashy demo. The cassette runs for 
an hour, and explains a little of the background to the 
Atari's sound chip and to MIDI, and demonstrates the sort 
of musical sounds anyone can easily create using either 
approach. Although the accent Is on MIDI, the action 
begins simply, using the sound chip, and builds up to full 
mult I- Umbra I MIDI sequencing using the Yamaha PS5- 
680 and YS-200 instruments, playing many different 
musical examples along the way. Side 1 of the tape is 
aimed at the 8-bit user, and Side 2 is oriented more 
towards the ST, hut there's enough common material 
throughout to make both sides interesting to everyone {at 
least, that's what I intended!). 



LOW COST PRODUCTS 



In keeping with the low-cost approach, I've used music 
products distributed by PAGE 6 wherever appropriate, de- 
monstrating firstly that they do actually work rather well; 
and secondly what great value for money they are. I will 
admit to briefly using a lew noil -PAGE 6 commercial pro- 
ducts though. These Include Steinberg's Twelve sequencer 
for the Intro and outro music, plus Activision's Music Stu- 
dio and Electronic Arts' Music Construction Set to edit 
some of the music files. 

On the 8-bit front you'll hear Composer's Jukebox playing 
Advanced Music System music Tiles via the 8-bit's sound 
chip; compare music played by the sound chip and via MIDI 
and experience for yourself the difference MIDI makes- hear 
MIDI Master playing AMS files via MIDI, plus music created 
with its own real-time sequencer: and compare the sounds 
made by an inexpensive MIDI instrument like the PSS-680 
with a more upmarket (but still relatively low cost) keyboard 
such as the YS-200. 

On the ST you'll hear the Music Construction Set Player 
Program playing MCS musk: files via the STs sound chip: 
the Music Studio Player Program playinii MS music- files via 
MIDI: custom built PSS voice patches created with PatchEd 
and PSSED: music produced with the Cosh real-time se- 
quencer; and even an AMS music file from the 8- bit 
machine played on the ST (yes. on the ST!) with the help of 
Tari-Talk and a public domain music file translation utility! 
At the time of writing I'm creatine; the final stereo master 
tape, so copies should be available (gremlins permitting!) by 
the time you read this. I hope you enjoy hearing PAGE 6's 
World of Computer Music Making as much as IVc enjoyed 
creating it. If you do. why not try creating some music 
yoursell? 

THE COSH SEQUENCER 

As promised in the last issue here's a report on another 
first class piece of software recently added to the PAGE 6 
PD library. This is the Cosh sequencer, named after its 
author, Henry Cosh of Crnwthome, Berks. Henry used to 
play piano accompaniment to his wife's singing, but sadly a 
recent illness left him only able to play using one hand. His 
solution was to replace his piano with a Casio 1 IT 3f.X>0 
MIDI keyboard and to write his own sequencer software to 
allow him to record the part for each hand separately, and 
play them back together from his 1040ST. 
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This program has all the usual basic sequencer features plus 
several not usually available at the budget end of the market, 
let alone In PD software. It also has a few Idiosyncrasies, and 
dare [ mention it the odd hug or two! 

Fundamentally, it's a 16 track real-time sequencer which can 
handle up lo 32 note polyphony, i.e. a maximum of 32 simul- 
taneous notes across all the tracks. Each track can have a 
MIDI program number, input channel > output channel, note 
range, volume range r input filter and output lillcr associated 
with it. There's also a software MIDI THRU function, which 
makes multitimhral recording easier. 

One interesting feature Is that It can record on mulMple 
channels simultaneously, BUT - before you think you can now 
record the multi- channel automatic accompaniments from In- 
struments like (he Yamaha PSS HHO there's a small snag lo 
consider. The author has dedicated MIDI channels 14 through 
16 lo the STs internal sound chip! Aaagghhh! End of great 
Idea, as these are the channels used by some of the the PSS's 
auto- play features. You can't use the PSS's drums either, as 
these work via channel 16. 

Another slighl niggle is that it only handles MIDI Program 
Numbers up lo 96, which means you can't address Ihe PSS f s 
top three preset voices or, more Importantly, the five user 
patch memories. OK, so Cosh Isn't Ideally matched to the 
PSS-680. but you can still do a lot with It. 

Onv unique feature is the pro cram's music map. This is a 
graphical indication of what's on each track, shown on a 
bar-by-bar basis across a horizontally scrollable display. It's 
not in musical notation and you can't actually see the MIDI 
data, only whether there's anything present or not, Indicated 
by small markers In appropriate positions In each bar. Howev- 
er, you can zoom in to any section of the map until markers for 
individual notes become visible. Then, by defining a "fragment" 
of the music by drawing a highlighted block round a group of 
note markers and using the "audilion" feature to lislen to 
them, you can do your editing by ear. 

As Ihr music plays, a cursor moves across the map to show 
you the current playback position. Unfortunately, the map 
doesn't automatically scroll when the cursor hits the edge of 
the screen, but the music does continue playing. You can 
manually scroll the display using the map scroll bar, but this 
temporarily interrupts the music playback. This is no great 
problem though > as normally you only need to do this while 
editing, when a slight interruption In playback doesn t really 
matter, 

A fragment can be operated upon by a set of block functions, 
allowing you to quantise, randomise (unquantise), move, copy, 
clear, transpose, alter velocity, and filter MIDI data from it. The 
filtering can be set for pitch bend, aftcrtouch, pilch range, 
volume range, or specific MIDI controller number. You can also 
do punch -in /punch -out recording at the fragment level, allow- 
ing you to replace any section of any track with a new re- 
cording. 

There's also an "auto-punch" function allowing the replace- 
ment of single notes and chords, but I couldn't persuade this 
to work on my old 5205TM, and repeated attempts caused the 
program to crash or lock up. This is one bug that really should 
be fixed, as auto-punch should make detailed editing very 
much easier. You can sUH achieve a similar result using the 
normal punch- in /punch-out method, although not quite so 
easily, 

Other features include the ability to change time signature 
and tempo within a song, to merge song files, to synchronise 
the sequencer to an external clock signal such as that pro- 
duced by a drum machine, and to drive a drum machine in 
synchronisation with the sequencer. All in all it's one helluva 
package for just £2,95! Actually, this program is shareware 
rather than true public domain software. The author asks that 
you send him a donation of £10 if you like the program and 



use it regularly. Even at £12.95 it's still excellent value, and 
offers an unbeatable introduction to real-time MIDI se- 
quencing. 

THOSE PSS VOICE PATCHES! 

Where are they? I've been totally underwhelmed by your 
response to my request for PSS voice patches a couple of 
Issues back. IVe not even received ONE! So what are you all 
doing with those voice patch editors you've bought from PAGE 
6? Surely you've each produced at least ONE passably decent 
patch by now? 1 know there's somebody out there reading this 
column as some of you have written to me. So come on, don't 
be shy! Get off your butt, load up Patch Ed or PSSED. and try 
to create just one new PSS patch. Yes, I mean YOU! 

If the creative juices won't How, try the patch described below 
to get you started. You don't even need voice patch editing 
software for this - just program It from the PSS's front panel. 

Select preset voice 79 (Mute Bass) to start, then work your 
way up from voice parameter zero through to eight, inputing 
the following values. Parameter 0=50, 1=45. 2=18, 3=15, 4=00, 
5=01, 6=07. 7=75. 8=92. If you don t know how to do it refer to 
the PSS's Instruction manual. I've called the result Punchy 
Bass ", and if you play it on the keyboard's lowest two octaves 
you should hear a good solid bass sound with a strong attack. 

Now experiment and try to produce something better - and 
when you do, please send me the results so we can all share 
thcmT You'll even get a mention in this column! Fame at last? 

SNIPPETS 

....As you've no doubt seen from the adverts. PAGE 6"s MIDI 
Master music package for the 8-blt machines is finally avail- 
able. So, now' a your chance to get into the world of MII>1 music 
without having to buy an ST. More details in Ihe next issue if I 
can find the space. And don't forget you can also hear it in 
action on the new PAGE 6 audio cassette described earlier. 

One o f the best books explaining MIDI IVe yet come across 

Is "What's MIDI" published by Track Record Publishing Ltd.. 
and available by mail order from Making Music (no relation to 
this column [). It costs £4.95 Including postage - phone 
07 1 -25 1 -2622 to order your copy. Its 139 pages are packed 
with everything you could want to know about MIDI, and is 
highly recommended reading for all MIDImaniacs. Other books 
in the series cover buying and using 4- track cassette recor- 
ders, guitars, and drum kits, and all seem to cover their 
subjects very thoroughly and competently.. 
...Yamaha are reuamping the PSS series of low cost MIDI 
keyboards YET AGAIN f The PSS-580/780 models which re- 
cently replaced the original PSS- 480/ 680 models are now 
themselves being replaced by PSS-590/790 models. The latest 
instruments Incorporate Yamaha's new AWM (Advanced Wave 
Memory) technology, which is capable of producing very realis- 
tic imitative sounds - great for piano, strings, choir sounds, 
etc. If they're as good as their predecessors they'll be ideal 
MIDI beginners" Instruments. Expected prices are around £150 
and £230 respectively. I hope to see them at the British Music 
Fair (at Olympla, 20 22 ..July), so more details next issue. 

• THE GOSH SEQUENCER ts available from The 
Page 6 Accessory Shop fur £2.95. Write to PAGE 6. P.O. 
Box 54, Stafford. St 1 6 lDRor telephone 0785 213928. 

m See page 1 8 for details of the 
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ROLE PLAYING 



ULTIMA 

WARRIORS OF DESTINY 




Back In 1986 I spent a couple of 
hundred hours playing an amaz- 
ing Fantasy Role Playing game 
called Ultima IV - The Quest of the Ava- 
tar on my 800XL. At the time I thought it 
was the best computer game I had ever 
played (see my FOUR page review In 
issue 23 for the details!) so 1 was delight- 
ed when in November 1987 I saw an ad 
for Ultima V - supposedly even bigger 
and better! 

November 1968 came and went and 
there was still no sign of it on any Atari 
(It was out on Commodores and Applesl, 
likewise November 1989. But now it Is 
finally here 1ST only - sorry all you 
8-bittersJ! Was it worth the wait? You bet 
- It is every bit as good as its predecessor. 

In Ultima V you play the part of an 
Avatar (basically a good guy! I called to a 
strange land to find and rescue the king, 
Lord British, lost In the shadowy Under- 
world. Along the way you will find num- 
erous mages, bards, and fighters who will 
offer to join you in your quest . You can 
have six characters In your party at any 
time, leaving surplus ones to rest In inns 
until you need them again - beware, not 
every who wants to join you is a good 
guy! 

Ultima V is basically keyboard -driven. 
As well as moving your characters 
around with the arrow keys, you can 
Issue 24 commands such as Attack, 
Board, Cast, by typing the first letter. 
Further input is provided by either 





Title: Ultima V - 

Warriors of Destiny 
Publisher: Origin /Mind scape 
Price: £29,99 
Reviewer: John Sweeney 



selecting from 
menus or typing 
in single words to 
carry on conver- 
sations (N.B. you 
only ever need 
type the first four 
letters of a word 
during a conver- 
sation). 

There are lots of 
shortcuts to en- 
able you to speed 
up the play, such 
as nominating an 
active character to 
perform all the ac- 
tions (especially useful at the ends of 
fights for examining treasure chests or 
exploring dungeon rooms for secret 
panels!) and the fact that it remembers 
which monster each character is fighting 
and re-aims weapons ready for the next 
blow. 

Some of die menu accesses are not quite 
as friendly as in Ultima IV, partly be- 
cause V is more sophisticated , but also 
partly because they didn't think hard 
enough about It - It gets really boring 
having to scroll through twenty items to 
reach your watch so that you can check 
the time] 

There is no need for quick reflexes in 
this game, it always waits for your next 
Input before continuing with the action. 
That doesn't mean that it doesn't get the 
old adrenalin flowing - it Is amazing 
how tense you can get trying to pol- 
ish off a roomful of demons and dra- 
gons before your guys die? 
The variety within the game is su- 
perb: there Is a vast wilderness to 
explore, both land and sea, using 
skiffs, frigates, horses, or more exo- 
tic forms of transport; dozens of 
towns, castles, keeps and light- 
houses to trade and converse in, 
some of them with as many as five 
levels; eight perilous dungeons to 
explore, each with dozens of rooms" 
full of monsters, traps, treasures 
and secrets scattered over eight 
levels of twisting corridors, ladders and 
pits. 

Deep in the earth there is another vast 
wilderness of caverns, tunnels and 
underground waterways - always dark, 
treacherous and deadly! 

If you want arcade sty)e fighting then 
stick to DungeonMaster and its clones 



and sequels. But If you want something 
with a bit more depth then there Is no- 
thing quite like an Ultima! By the time I 
finally completed Ultima V I had covered 
over sixty pages with notes, maps and 
tablest The detail is amazing throughout 
- in the fights where all your characters 
and the monsters take it in turns 
(according to dexterltyj to wield weapons 
and spells at each other - in the towns 
where long conversations lead you on 
trails around the world in search of 
magical artefacts and secret words - in 
the spell casting, requiring you to mix 
the right components and say the correct 
words - in everything? 
Do SAVE and backup regularly there 
are countless perils, plus a few little bugs 
- 1 usually only SAVE once I am sure 1 
can get out of wherever I am. and that I 
still have all my important possessions! 
Ultima VI Is already out on the IBM, 
hopefully the wait won t be as long this 
time as Mind scape are already confident- 
ly predicting an Autumn Atari release. 



GAMEPLAY - Nearly perfect! 

GRAPHICS - Excellent, lots of de- 
tail and atmosphere, 

SOUND - Choose between music 
(lots of tunes to suit the occa- 
sion) or countless sound effects. 

VERDICT- If you have any in- 
terest at all in DfrD or FRP and a 
couple of hundred hours to spare 
then this is far you! A fitting 
sequel lo Ultima IV - still the best 
game series in The world! 
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AATARf ST and amiga 



Sixteen Bit Superdeals from the Sixteen Bit Specialists! 

CUSTOMERS PLEASE NOTE! When comparing prices remember ours include fast delivery by courier. 




i^MfM^ 520STE Power Pack 

^UUfF £349.00 

rfTT " H Inc. VAT and Next Day Delivery 

Power Pack includes: 

* 52QSTE 51 2K Keyboard with Built-in 1 Megabyte disk drive and TV 
Modulator 

* Over £550 worth of games software, including OutRun, Gauntlet 2, 
R-Type, Space Harrier, Super Hang On and 1 6 more Top Games 

* Organiser Business Software including WORDPROCESSOR, 
SPREADSHEET and DATABASE 

* First BASIC and First Music Utility Software 

* FREE JOYSTICK AND FREE MOUSE MAT WORTH £4 .95 

* All leads, manuals PLUS MOUSE and free mains plug! 

* Hyper Pack S/W inc Hyper Draw, Hyper Paint and Borodino 
Battlescape War Game worth over £70.00 



520STFM DISCOVERY PACK 

£279,00 



NEW! fantastic value for money pack includes: 

+ 520 STE 512K memory keyboard with built in 1 megabyte double sided dish 
drive and TV modulator 

* Game Pack including OUTRUN, SPACE HARRIER, CARRIER COMMAND and 
BOMB JACK 

* UTILITY PROGRAMMES inc STOS GAME CREATOR, NEOCHROME painting 
package and FIRST BASIC programming language 

* ST tutorial programme and "DISCOVER YOUR ST' beginners guide to the ST 
computer 

* PLUS MOUSE, MOUSE MAT, MANUALS, ALL LEADS, METACOMCO BASIC 
AND MAINS PLUG I 



1040STE BUSINESS PACK 

£449-00 

* Includes ihe new 1 megabyte 1040STE keyboard plus over £200 worth el 
business software including WORD UP wordprocessi ng software, leaturl ng 
glossary and mail merge, K- Spread 3..G spread sheel and SUPERBASE 
PERSONAL Database software Also includes Melacomco BASIC, Mouse Pad, 
all Leads, Manuals and Mouse. 



MEQA 1 BUSINESS Pack 

£529,00 

Futures: 

# Separate Keyboard and System Unit 

* Inc. all software supplied with 1040 STE Builrwss Pack 
+ B litter chip Installed for faster graphics 

Inc SMi 24 Mono Monitor,., .- ES2& 00 



ACCESSORIES 

Quickshot II Turbo Joystick £9.95 Branded Memorex 3.5" DSDD Disks 

Competilion Pro 50O0 Joystick £ 1 3.95 Box of 1 0 £1 3 .95 

Competition Pro with Auiofire £14.95 Mernorex Disk Bo* 

Konix Speeding Joystick £11.95 For 40 3.5" Disks £8.95 

Bed Mouse Mat with Amiga logo £5.95 Amiga 1/2 Meg Expansion £99.95 

Plain blue Mouse Mat , . £4.95 Control Centre Atari or Amiga .£44.95 

Naksfva Mouse for ST P Amiga or PC, £29.95 

Conlriver Amiga and ST Mouse with FREE Holder and Mouse Pad £20.95 

PRINTERS 

SlarLC 10 including interface lead for ST/Amiga . ,,.£169.00 

Star LC10 colour including interface lead for ST/Amiga £219.00 

Star LC24-1D 24 pin including lead for ST/Amiga ,,£249.00 

Cilizen 120D + NLQ including imerface lead for ST/Amiga £139.00 

Cilizsn Swill 24 pin letter quality including lead for ST Amiga .£309.00 

Colour Version of Swift 24 pin £349.00 
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AMIGA A500 
GAMES PACK 
featuring BAT PACK or the new 
FLIGHT OF FANTASY PACK 

£399.00 

inc, VAT and Next Day Delivery 
BAT Games Pack include*: 

* .Amiga A500 51 2K Ksy board with Built-in 1 Megabyte disk drive. 

* Fre& TV modulator worth ££4.99 aflgwing you id use ihe Amiga with a normal TV 

* DELUXE PAINT II GRAPHICS PACKAGE. ' 

* FREE HOLIDAY 14 toys accommodation 

+ FREE, ortfy-juat-relaased BATMAN ■ THE MOVIE games software. 

* NEW ZEALAND STORY arcade games software 

* FIB-INTERCEPTOR • amajlng 3D flight simulelw software. 

* A farther £250 worth qn Games Software, indudirig BUGGY BOY, MERCENARY, 
BARBARIAN, WIZBALL A. sn more games. 

* FREE JOYSTICK. MOUSE MAT AND 10 BLANK DISKS. 

* Amiga BASIC, Amiga EXTRAS 1 3-. Workbench 1.3 PLUS the Amiga Step fry Slap Tutorial 

* All leads, manuals PLUS MOUSE and mams plug! 

FLIGHT OF FANTASY Pack Includes; 

* F29 RETALIATOR - fantastic NEW Night simulalor - replaces Batman 

* RAINBOW ISLANDS - smashing new arcade game > replaces New Zealand Story 
+ ESCAPE FROM THE PLANET OF THE ROBOT MONSTERS - replaces F1S 

* Evarylhing else listed for BAT Games Pack. 



AMIGA 1 MEG 
BAT GAME PACK 

£499.00 

1 Meg Bat Games Pack includes: 

* Fitted 1 Megabyte Memory Expansion 4 Real Time Clock Card 

* Everything listed tor the A500 Bat Game Pack 

* DRAGON S LAIR 1 MEG MEGAGAME! 



AMIGA A500 
CLASS OF THE 1990 S 
BUSINESS + EDUCATIONAL PACK 

£549.00 



FEATURES; 

* Amiga A500 +■ TV Modulator 

* Midi Interface + Software 

* Kind Words II word processor 

* Page Seller DTP 

* Super Base Personal 
Database 



★ Maxiplan 500 Spreadsheet 

★ Amiga Logo. BBC Emulator, 
Deluxe Paint II 

★ Mouse mat, 10 blank disks 
and disk wallet 



EXTERNAL DISK DRIVES 

Curnana 1 Megabyte Alan or Amiga £69 95 

NEC 1 Megabyte Atari Or Amiga , , £79.95 

Atari SF314 1 Megabyte ,. « £139-00 

Amiga A1010 1 Megabyte £99 95 

Alari Megafile 30 Hard Disk £439 00 

New! Commodore A590 20 meg hard disk £369.00 

A&90 Hard Disk + Memory Upgrade installed ...........Phone 



MONITORS 

Commodore Amiga A 1064 stereo Monitor inc lead £259,00 

Atari SC1224 Colour Monitor inc lead £259.00 

Atari SMi 24 Mono Monitor including lead £119,00 

Philips CMB833 stereo colour monitor Inc. lead for ST or Amiga £249.00 



CREDIT CARD 0RDERLJNE tr 0908 3780O8 (Mon - Sat 9am - 6pm) 
To order either cell the orderltne ebove with your Credit Card detail* OR make a cheque or P.O. payable to: 
IMgkom Coffiputtr Service b Ltd and tend ft with your order to tht iddrett below. Caller* ore eloo moot welcome et the addreti below, 

DIGICOM 

Unit 38, Wharlslda, Fenny Stratford, MILTON KEYNES, MK2 2AZ. 

Ait prices include VA T and (teUvsry by courier 
Licensee Credit Brokers * Written quotations available on request APR 34.5% Variable. 




Paul Rixon 's 



WORLD 



WORD 
PROCESSING 

ON THE CHEAP ■ 
BUT WITH ALL 
THE FACILITIES 
YOU COULD NEED 



Word processing is prob- 
ably the single most 
popular productivity ap- 
plication of the microcomputer. 
In both the business world and 
home environment, the micro has 
proved itself as a reliable, cost- 
effective and versatile successor 
to the humble mechanical type- 
writer. It s therefore not entirely 
surprising that Atari Corporation, 
juisl separated from Warner 
I i rc > 1 1 1 crs after Jack Tramf el's 
takeover in 1984, were keen to 
bundle a word processing pack- 
age with their new line of 16-bit 
computers. Atari had already produced a 
respected word processor - Atariwriter - 
for the 8 -bit machines and a direct ST 
conversion seemed a sensible line of ac- 
tion. Time was of the essence, and in just 
two weeks AtariWriter was transformed 
into, the appropriately named program, 
ST WRITER. Tills was a usable program, 
liked by many, but It suffered from a 
plethora ol bugs which would need to be 
resolved before it could hope to compete 
with the increasing tide of new commer- 
cial packages. Atari were less than con- 
cerned - their view was that ST Writer 
was complete and, as it was free, they did 
not plan to commission any further de- 
velopment. In fact. Atari had decided 
(understandably, perhaps) that ST Writer 

- which made no use of GEM whatsoever 

- was not the Ideal package to promote 
the WIMP environment of the ST, and to 
dump it in favour of GSTs 1st Word. 
Many people, who weren't exactly en- 
thralled with the prospect of pointers and 



windows, were less than happy with the 
situation. One Bruce Norman was so en- 
thused with ST Writer that he took the 
step of approaching tile author for access 
to the source code, with a view to making 
the amendments himself- Much to his 
surprise and delight. Atari agreed for him 
to have the code, and after much time 
and effort he had created a greatly Im- 
proved version. 

STWRITER LIVES ON! 

Many word processors have since 
appeared - and disappeared on the ST 
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STWRITER -J'utt facilities at a ridiculous price 

but ST Writer lives on In the Public Do- 
main as the first, and possibly the only 
one to have commanded such an enthu- 
siastic following- Its strength undoubted- 
ly lies in the careful balance of compre- 
hensive functions (some seldom found in 
the 'professional" packages] and ease of 
use - as the author says himself, "if 1 
could print with ST Writer in just 5 mi- 
nutes, why shouldn't all word processors 
be so simple? '. If you're an ex-Atari 8-bit 
owner (or a Lucky existing one!) accus- 
tomed to Atariwriter then obviously you 
will have no problems whatsoever adapt- 
ing to ST Writer, as it s almost exactly the 
samel Starting up the program you are 
faced with a familiar full screen menu of 
commands to carry out the basic file 
maiim-mini r pi presses. Here there's also 
an option to transfer Tiles from an Atari 
8- bit to the ST via an 850 interface mod 
ule and null modem cable. If you have 
these components to hand, transferring 
files is straightforward. 



FUNCTION KEYS 

ST Writer utilises the V keys and con- 
trol-letter key combinations Tor all its 
editing facilities. Every alphabetic key is 
assigned to a process, and many others 
are too. Although it seems daunting at 
first, the functions of particular keys 
have generally been well thought out and 
are eminently more memorable than the 
ridiculous assignments peculiar to cer- 
tain other packages {such as the awful 
Wordstar on PC machines!). Pressing a 
control -let I er combination usually in- 
serts a corresponding, red coloured code 
into the text - it's anything but 
WYSIWYG! However, this can be 
a considerable advanlagc in some 
instances. One of ST Writer's 
most powerful features is its abil- 
ity to create double column docu- 
ments. Some word processors 
achieve this by requiring the user 
to manually shift blocks of text 
into columns, thus restricting 
any subsequent editing. ST Wri- 
ter allows you to speeify r all four 
column margins in a document 
which are then used at the time 
of printing. Other features of ST 
Writer include mail merge, search 
and replace, printer font control, 
automatic paragraph /sect ion 
numbering, file chaining, undo delete, 
alternate character sets and comprehen- 
sive page formatting - the list goes on! 

ONE RESTRICTION 

A minor complaint of ST Writer is that 
documents aren't stored in ASCII format 
and so can't be viewed directly from ihe 
desktop (this was necessary because the 
8 -bits use a non-standard code for the 
carriage return character and the ST 
equivalent is already in use for another 
function). However. It's still possible to 
create source listings and "Read. me" 
documentation files by using the print to 
disk' facility 

On the subject of documentation, ST 
Writer is supplied with a generous help- 
ing of reference material on disk. There's 
a detailed manual comprising some 
twenty pages of alphabet] cully- arranged 
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information in addition to a command 
summary sheet > five -page quirk reference 
guide, lengthy tutorial and a ropy of the 
article 'ST Writer Secrets' which pre- 
viously appeared in an issue of Start', 
containing intriguing insights into the 
history of the program and problems en 
countered during Its development. 
There's also a function key template and 
a K-s( file for checking out your printer. 
As the documentation Is supplied in ST 
Writer format, you can examine the files 
lor hinls on how to apply many of [he 
features. Learn the codes, discover the 
power and I'm sure you will agree that ST 
Writer Is a quite excellent program. You'll 
find (he latest revision , 1.9, on a disk 
entitled WORD PROCESSING 1, along 
with various printer drivers and print 
nprioltTs lor use with the program. 

STWRITER ELITE 

What?. You mean you bought your ST to 
escape from those nasty key- press 
menus? Well, don't worry! - the story of 
ST Writer doesn't end with the completed 
text -based version. Even before this, the 
author was contemplating a GEM version 
oj the product and this eventually mate- 
rialised as ST WRITER ELITE, which 
has since reached version 3.8. Booting 
Elite for the first lime you'd he forgiven 
for thinking that you'd mistakenly 
bought the old version, but click on the 
mouse button and a few surprises await 
you. The old Atari writer-cloned text 
menu is replaced by a series of trendy 
GEM drop -down menus. These allow you 
to carry out disk maintenance functions 
more easily than before, and also Intro- " 
dure some new facilities. There's now 
save to ASCII' and printer driver selec- 
tion options together with a useful global 
feature to set overall margins, text pitch, 
justification and more. Once youVe selec- 
ted the edit option, the GEM menu dis- 
appears and you're back at the familiar 
nlHiim screen with a flashing cursor 
prompting you to type. Even here, there 
are differences. Click the button and the 
pointer appears on screen so you can use 
the mouse to position the cursor in the 
text. Click again and It disappears - It 
really is quite clever! You can revert to 
the 'traditional' menu at any time If you 
wish, although the GEM variety is defi- 
nitely much easier to handle. The only 
drawback Is that overall, ST Writer Rlite 
runs marginally slower than its predeees 
sor, though not annoyingly so. It really is 
a super program > and it's complimented 
as before with a large manual {fully re- 
vised] and various reference guides, arti- 
cles and test files. 

DESK ACCESSORIES 

One of the benefits of Elite in GEM mode 
is that it gives you access to the desk 




WP TOOLS - a useful 
and comprehensive 
collection of utilities 
for word processing 
all con tained in one 
desk accessory 
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menu, where you can have 
lots of useful (and almost 
essential, in the case of a spell 
checker) accessories installed 
to increase the power at your 
fingertips. Last issue's PD 
Work] should have given you 
quite a few ideas, but one I 
didn't mention then Is WP 
TOOLS, which you'll find on 
DESK ACCESSORIES 3. It's 
an accessory which combines 
no fewer than eight utilities 
into a neat icon-driven pack- 
age. With WP TOOLS installed 
you t an check on free mem- 
ory, word count documents, make prin- 
ter selections, alter disk volume labels, 
un-delete Hies, format disks and set an 
alarm to remind you when it's time to 
pack up! You can even blank the screen 
while you leave the computer unattended 
to extend the life of your monitor and 
protect documents from prying eyes! 
Altogether, this is a highly recommended 
collection of goodies, whether you're 
using ST Writer or oile ol the commercial 
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SAVE MONEY 
TRY PD FIRST 

As I've discovered, it's always wise to 
explore the Public Domain before 
splashing out on a commercial package. 
Many people have been surprised to And 
the program they had wanted on offer In 
the Page 6 library, virtually free of 
charge! Vd intended to cover a lot more 
word processing utilities and programs In 



Find any program easily wtth the Catalc*} disk 

this issue hut space has beaten me again 
and the subject will therefore be carried 
over to the next instalment. If you would 
like to contribute a suggestion or recom- 
mendation then please do not hesitate to 
drop me a line. 

THE PAGE 6 CATALOG 
ON DISK 

Don't forget to ask PAGE 6 for your free 
copy of their library catalog. It's now also 
available, for a small charge, on disk 
imlnus descriptive text), thanks to a clev- 
er PD utility called STDCAT. Wild cards 
can be used to search for specific files, 
such as those with an *ACC extension, or 
14AM' in i he filename. The catalog con- 
tains a full list of disk contents and file 
sL/es lor all ofihe standard library disks, 
specials and clip art collections, so you 
can easily find the programs you need. 
If you"re into PD, don't be without it, ifs 
invaluable] 



HOW TO GET THEM 



Alt of the disks referred to in this article are available from the PAGE 6 PD library. 
Each has a unique reference number which you should use when ordering or 
enquiring about the software. Please contact PAGE & If you don't have a copy of 
their Accessory Shop leaflets and check the system requirements for each disk. The 
disks mentioned In this article are: 



STiS - WORD PROCESSING 1 
DESK ACCESSORIES 3 



ST73 - ST WRITER ELITE 3.0 
THE PAGE € CA TALOG DISK 



Prices for standard disks are £2.95 each or £2.50 each tor W or more. 
Write to PAGE 6, P.O.Box 54, Stafford, ST16 1DR 
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ADVENTURE 



CASTLEMASTER 



Caslle 1 Master is the latest in In- 
centive's line of Super Freescape 
games. While others pursue ani- 
mation and detailed graphics. Incentive 
have been working on producing a 
genuine 3D environment which you can 
explore. Lh rough your character's eyes, 
without any limitations. Given the cur- 
rent power and capacity of home compu- 
ters this unfortunately means everything 
is built from polygons and it all Looks a 
little chunky! The effect, however, is ex- 
cellent and once you get used to il you do 
get an amazingly realistic feeling of 
actually being there. 
You start the game outside an imposing 
castle: your objective is to rescue your 
twin, imprisoned somewhere in this vast 
stronghold. To succeed you will need to 
explore, thoroughly the four levels of the 
four towers, the courtyard and its build 
ings, the labyrinthine dungeons and 
caverns below and a couple of places 
outside the castle. On the way you will 
need to find ten keys and ten pcntaeles H 
and defeat (by rock throwing) a couple of 
dozen "spirits " who have possessed 
various creatures in the castle ranging 
from mice to dragoiisl As well as general- 
ly mapping the place (mostly very easy) 
you will need to search very carefully to 
find all these items. 
To help you along there are numerous 
clues (mostly rather obscure) printed in 
some very strange places, plus lots of 
food and drink to restore your health. 





Title: CASTLE MASTER 

Publisher: Incentive/Domark 

Price: £24,99 

Reviewer: John Sweeney 



But it is not Just a 
matter of looking 
everywhere. You 
need to solve 
some interesting 
puzzles as well, 
mainly invoking 
pushing buttons 
or doors or throw- 
ing rocks at 
things. You can 
action anything 
you can reach - It 
will be interpreted 
as eat. drink, 
read, push, move, 
collect, examine, 
open, unlock or use as appropriate. 
You can Run to get along corridors or 
across the courtyard quickly. Walk to 
avoid bumping into things quite so often 
(one of the weak points of the system!), or 
Crawl, Crawling is very important as it 
not only gives you a completely different 
view of things which is critical to finding 
a number of the items, but il also allows 
you to negotiate obstacles which are 
otherwise impassable. You will need to 
do a lot of crawling, rock-throwing and 
actioning to solve all the problems! 
As you explore the castle there are three 
sets of separate movement going on 
simultaneously: 

* your body can move and turn 
(mouse or keyboardl: 

* you can look up and down 
(mouse or keyboard); 

* you can aim for rock throwing or 
actioning (mouse only). 

You cannot turn and aim simultane- 
ously with the mouse, but you CAN 
if you use the keyboard for turning 
and the mouse for aiming, definitely 
a must when fighting spirits! This is 
especially important in the caverns 
where 1 found the best technique to 
be to move forward and do a U-turn 
as soon as you land so that you get 
a betier view of the enemy. 
The game starts off fairly easily as 
both the booklet and a clue in the 
Wizard's Hut (round the back of the 
castle) tell you fairly explicitly how to 
solve the first problem, i.e. how to get the 
drawbridge open so that you can get in 
and get started! 

Upstair;-; things gH nastier, some spirits 
are difficult to spot and some attack you 
as a group: and those last few keys and 
pentacles are really quite deviously hid 



'definitely the 
best Freescape 3D 
Action Adventure 
so far' 



den! I wasn't too impressed to start with 
but enjoyed it more as I got deeper Into 
the game: as you get used to the chunky 
look of things and find some of the more 
challenging areas of the castle you can 
get quite addicted to it. Finding the last 
couple of keys can be a little tedious as It 
is a matter of exploring every surface of 
every object in every room II admit I che- 
ated and got a couple of clues to help me 
finish it oflt), 

I won as a Prince and tried again as a 
Princess - all that happened was that one 
clue and one pentacle changed places - 
did I miss something'? As well as rescuing 
your twin you can go for a high score by 
collecting various pieces of treasure and 
performing a lew special actions such as 
running between the goalposts in the 
ballroom! 

The fighting is rather limited, and the 
whole place is rather small when com- 
pared to a DungeonMaster or an Ultima 
(I finished Castle Master in about three 
days as relaxation in the middle of a 
month or so on Ultima V). but it certainly 
makes an interesting change. 
This is definitely the best Freescape 3D 
Action Adventure so lar - a must for 
Freescape addicts and well worth a good 
look for those who haven t tried it yet, or 
didn't like the earlier ones in the series. 
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CYBERBALL 



Tengen are set to rival 
Capcom as Arcade 
Conversion experts and 
Cyberball seems set to become 
a hit. The background to this 
futuristic game lis that by the 
year 2038. the N.F.L. has be- 
came too dangerous for nor- 
mal humans and thus the 
game Is played by specially 
adapled robots playing In 6 
man teams. The object is stmt 
lar to that of gridiron except 
that the time a team has to 
advance the ball is limited by 
the temperature and explosive 
point of the ball. 
Play Is ingenious and the in- 
structions list over 100 plays 
on Offence and Defence all of 
which look like good gridiron 
derivatives. A lot of care has 
gone into making the- scenario 
close to reality. Plays arc con 
trolled by up to 2 players who 
run the same Icam, one con- 
trolling the Q.B. the other his 
running back or catching 



□ mm 




Wide receiver. 
r lriere are no 
levels to play 
aside from the 
training mode 
which merely re- 
fuses to allow ihe option plays 
that provide the zest of the 
game. Plays are chosen from 
the four choices the computer 
offers the player but althoujepi 
It Is possible to choose a run 
or pass option the computer 
selects four of the wide variety 
of plays in each category 
thereby diminishing player 
choice and control consider- 
ably and removing a lot uf tac- 
tical choice. 

Once the chosen play is up 
and running the robot under 
player control turns silver and 
if a pass is intended It must be 
thrown to a flashing mark 
while the receiver must make 
its way there al the same time. 

lliis works well and with prac 
ttce an effective gameplan 




evolves. The computer defends 
well but does not attack as 
well and games tend to grind 
Into a stalemate situation. 
I I ' he combatted by the 
most appalling bug which re- 
sets positions, when a ball 
goes out of play at the oppo- 
site end of the field with the 
defence behind the offence 
rather than ahead of them! 
Occasionally the whole game 
crashes when the computer 
player goes out of play. This Is 
a major failing and 1 trust the 
company will do something 
about it. That aside the game 
is very good and is one of the 
better Gridiron simulation 
variant s around. 
Cybcrball is certainly worth 
buying but check for the hug. 



FACTS 



Title: CYBERBALL 

Publisher Tengen (PQMARK) 

Price: £19.99 

Reviewer Damon Ho worth 



SIGHT & SOUND 



Good sprites with a smooth 
scroli available, the sound is 
adequate but not great 



GAMEPLAY 



Fast and pleasant opart from 
lack of choice of ptays and 



VERDICT 



Not bad at alt so long as it wilt 
stop crashing, a proper league 
option would have been nice 
too 



FACTS 



Title BUBBLE + 
Publisher: Infogrames 
Price: £19.99 
Reviewer: John Sweeney 



SIGHT & SOUND 



Good graphics, tots of rriem 
sound e ffects tor ail the nasty 
machinery in the rooms 



GAMEPLA 




Very easy ia pick up and play 
straight away, a littte frustrating 
when you are trying to be 
precise 



VERDICT 



A different sort of arcade 
garrie, worth adding to your 
coHection it you are fed up with 
endless blasting! 




BUBBLE + 



UHKLK « is an updated 
vers ion of one of the 
^LdP classic arcade games 
from the early days of the 
Atari - the old favourite Bub- 
ble Ghost. It has been enhan- 
ced' with new graphics (I think 
1 prefer the old style - but 
never mind!) and new laeilities 
such as a PRACTICE feature 
which allows yon (c> <ry any of 
the 35 levels. 

The game is very simple in 
concept: you are a ghost who 
has to help a little bubble get 
out of a big scary house by 
blowing it past all the deadly 
obstacles which could destroy 
it. The house Is particularly 
deadly for a bubble as it is 
hlled with sharp spikes, pul- 
sating stars, razor-edged 



blades, electric 
beams, flames 
and all sorts of 
nasty thingst 
The mouse moves (he ghost 
a nuiT id. (he left and right 
mouse buttons rotate him, 
;ind lh<- SHIFT keys make him 
blow, Great precision and 
careful timing are needed to 
negotiate some of the obsta- 
cles , and the need to be SO 
precise is a little frustrating at 
times. The PRACTICE feature 
is, therefore, very welcome - I 
never really got very far with 
the original version as I got fed 
up of dying and having to re- 
play the game from the begin 
ning 

If you already have Bubble 
Ghost (hen the only real be- 
nefit you will get from Hubble 
+ is the PRACTICE feature - 
i he le\-els are all identical [at 
least as far as I have been able 



to gel on Bubble Ghost] apart 
from the new graphics. But if 
you have not seen it before 
then it is well worth a look - It 
is a highly addictive (albeit 
simple and frustrating] little 
arcade game and it is nice to 
see it available again. 
The lirst few levels are quite 
easy and lead you gently into 
handling your little ghostly 
friend - especially If you real- 
ise that bubbles are not the 
only thing It Is worth h lowing 
at! But when you get to level 
six you need to start being a 
bit more precise and some of 
I he higher levels appear to rue 
to be almost impossible - 
thank heavens for the PRAC- 
TICE feature! You get a bonus 
if you can clear a room before 
the timer runs out, so even im 
the easy levels there is some 
challenge if you are going for a 
high score, 
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THE TOYOTTES 



nother French Comic 
Strip bursts onto the 
A ^■computer screen, 
accompanied by superb car- 
toony graphics and animation, 
lots of happy music and won- 
derful sound effects, and (.he 
usual incorriprehe risible plot, 
It probably makes more sense 
if you have read the comlct 
The Toyottes are a race of rats 
who live in an underground 
world, afraid of being gobbled 
up by the monsters who live 
on the surface. The King's son. 
Barnaby, has got Inst while 
playing with his football You 
must find the Football, Barna- 
by and the Throne Rooms (In 
that order] or face 'The 
Tweezers", 

The game is a vast maze of 
paths, pipes, ladders, steps, 
holes, ropes, and teleport 
doors seen as a cutaway view 
from the side, with a perspec- 
tive that allows you to move in 
and out of the screen as well 



as up and down, 
enabling you to 
get round the 
back of various 
pipes and stairs 
The Toyottes is entirely Joys 
tick driven, the button allow 
ingyou to beat up the various 
monsters you will meet in 1 he 
maze before they can beat you 
to death! Fortunately there is 
plenty of cheese around which 
allows you to recover your 
strength. Also scattered 
around the maze at random 
are various items such as 
flower pots and hamburgers. 
These are needed as presents 
if you wish to pass the gianl 
Inidsl Iv friendly! tiuardians 
that blork parts of the maze. 
Beware, some of the them will 
eat you if you gel too elose! 
The maze is vast and there 
are dead ends everywhere, 
however there are also plenty 
of teleport doors which zap 
you to remote areas, and some 




very useful pipes which criss- 
cross the place and are a very 
fast way to travel as long as 
you don't meet any of the Pipe 
Cleaners! 

A radar screen in the comer 
tells you which general direc- 
tion to head in to reach your 
next object ix'c. though once 
you spot It on the screen you 
may have to backtrack a bit to 
actually reach it as some of 
the plafcs when- (hr font ha 1 1 
is hidden are quite hard to 
reach f 

The Toyottes is great fun to 
play, but I was disappointed to 
find that I managed to com- 
plete it within a couple of 
hours. Once you have got the 
knack of moving and fighting 
and worked out how to use 
the radar It is all rather easy. 



FACTS 



Title; THE TOYOTTES 

Publisher: Infogromes 
Price. £19.99 
Reviewer: John Sweeney 



SIGHT & SOUND 



Very high quality cartoon-style 
graphics and very enjoyable 
music and sound effects 



GAMEPLAY 



Great fun and easy to play 
frustrating when you can 
mm ball and can t work Out 
how to reach ttl 



VERDICT 



Initially highly addictive. In- 
terest drops off Quickly once 
you have completed it. Excel- 
lent if you can get ft at a 



FACTS 



Title: CARTOON CAPERJ 
Publisher: Mandarin 
Price: £19,95 
Reviewer: Peler Hickman 



SIGHT & SOUND 



Very colourful graphics, 
although a bit chunky. Loads of 
samples ranging tram the title 
music to Wi* painful screams of 
Ihe doa and cat 



GAMEPLAY 



Basic beat-'em-up with moves 
changing every couple of 
levels to keep you on your 
toes. Two player mode adds a 
nice element of competition 



VERDICT 



fun at first but after you nave 
seen all of the added extras' if 
te^ens into being one of those 
games which you love to show 
your friends and relatives 





What do you get if you 
cross IK+ with a Tom 
& Jerry cartoon? 
Nope, not the latest Chinese 
stir fry meal but the first full 
price game to appear from 
Mandarin since the ill- fated 
Pioneer Plague. Actually, the 
game won the STOS games- 
writ er of the year competition 
(which earned author Simon 
Cook £5000 in advance royal- 
ties) in 1989 and has taken all 
of this time to reach the 
shops. 

You control mangy mutt Judo 
Jake In an all out battle 
against your feline foe Karate 
Kal in an epic cartoon film 
1ha1 will hopefully gel you an 
Oscar nomination. There are 
16 levels cycling around 4 



"movie sets' fweird 
backdrops to you 
and me), with 
each level intro- 
ducing an in- 
teresting twist to the game 
which makes It stand out from 
other beat -em -tips. In the first 
level a yellow bird flies across 
the top of Ihe screen with a 
red bag hung from it s under- 
carriage, If you jump up this 
can be collected for bonus 
points, you can also grab the 
bird so allowing you to fly 
from one side of the screen to 
Ihe other. Progressive levels 
have custard tarts and bombs 
flying about the screen that 
you can pick up and lob at 
your opponent, rockets zoom 
across the bottom of the 
screen, and more birds try to 
turn you into a dead dog or 
flat cat by dropping ton 
weights on your head. This 
game contains more violence 



than a Sardinian soccer 
stadium!!!! 

Sound and artwork can make 
or break a traditional cartoon, 
or a computer game for that 
matter. Fortunately Cartoon 
Capers features samples ga- 
lore and lovely animation 
sequences based on classic 
effects seen In Tom & Jerry 
and many other 'toons. The 
sequence when a player gets 
flattened by a ton weight Is 
hilarious with ihe character 
walking around alter being 
drama Meal ly reduced In height 
by the offending object. 
Although 1 think Cartoon 
Capers is good 1 do believe it 
has only limited appeal after 
all once you've got led up wilh 
the extra features its just a 
basic heat-em-up with cute 
graphics, I do think it deserves 
a look though, especially If 
you arc a fan of smash-your- 
opponent-to-a-pulp games. 



66 Isum 45 - New Atari User 



ST GAMES ... ST GAMES ... ST GAMES.. 



DAN DARE III 

THE ESCAPE 



The fate of mankind 
hangs In the balance as 
the Mekon menace re- 
turns determined to conquer 
and domicile the human 
race The: evil Mekon has 
vowed in wreak his vengeance 
upon his arch enemy Colonel 
[}£in Dare. To further his plans 
the Mekon has been conduct- 
ing a series of rather nasty 
genetic experiments on a vari- 
ety of lileiorrns, with the inten- 
tion of creating an army of 
Treen like creatures which 
would obey his every com- 
mand. The experiments failed, 
and what the Mekon required 
was a human subject to ex- 
periment on. Colonel Dare, the 
perfect subject, was captured 
and taken to the gigantic 
Treen satellite where the hor 
rifle experiments were being 
carried out Luckily our hero 
manages to escape and finds. 
Just by chance of course, a jet 
pack and plasma cannon. 



This ts where you 
lake overt An 
escape shuttle 
has been found by 
our hero, and 
your mission is to explore the 
various levels of the satellite 
and find the fuel which is 
necessary to power the shut- 
tle, The fuel, of course, is not 
all situated in the same place, 
as by some freak of chance the 
Mekon ordered that the fuel 
be split up in to live separate 
sections and distributed 
throughout the satellite. Dan 
has a number of weapons al 
his disposal along with the 
facility to buy extra lives. 

Basically, this game is In the 
now 'standard' arcade adven 
ture mould. You control your 
little man and move him 
around the vast complex of 
rooms whilst picking up 
things you might need, and 
shooting practically everything 
else with your plasma can- 




non" The maze of rooms 
which you have to explore is 
quite vast, and scattered 
throughout are the discarded 
genetic mutations who don't 
take too kindly to a certain 
' s L ill u pper lipped ' U ri t > s b 
spaceman. 

There are some nice graphics, 
but overall it is far from stun- 
ning. A great deal of work has 
obviously gone into the sprites 
and backgrounds, but they 
aren't really very well defined. 
Of note, however is the loading 
sequence, which tells the 
story so far' in traditional 
comic book style accompanied 
by a very good piece of digit- 
ised music. Tills sequence 
makes one expect a great deal 
from the game which turns 
out to be a little uninspiring, 



FACTS 



Title: DAN DARE III 

Publisher: Virgin Games 

Price: £19.99 

Reviewer: John Davison jnr 



SIGHT & SOUND 



Nothing very special here. The 
loading sequence is good, but 
the game is of mediocre 
Quality 



GAMEPLAY 



Great if you like arcade adven- 
tures, although there is nothing 
very original about it 



VERDICT 



it's another arcade adventure. 
The sort of thing which every 
one used to rave about on the 
IX Spectrum - not wonderful 



FACTS 



Title: ITALV 1990 

Publisher: U.S. Gold 

Price: £19,95 

Reviewer: Damon Ho worth 



SIGHT & SOUND 



Colour is weit used and sprites 
large and friendty. Spot effects 
toir r music not as good as it 
might be 



GAMEPLAY 



Jtro+egic touches, very 
aginary on screen game 



VERDICT 



More time on the actual game- 
piay rather than gimmicky 
packaging would have resul- 
ted in a Defter simulation. Still, 
an interesting souvenir 




ITALY 1990 



The l .S. Gold entry in 
the World Cup soccer 
race comes with an 
assortment of goodies. You are 
offered tickets to the final in 
Italy as a competition prize la 
bit late now I hear you cry!) a 
book of world cup facts and 
world cup trivia, a mini poster, 
player profiles and team lists 
for all nations competing. 
What else could you want? Oh 
yes. there are also two disks. 
Yon sum with a menu U> 
choose one or two players and 
whether or not to play In the 
championship. Once that is 
known you may then choose 
your country, graded In the 
various strengths and offered 
with a final overall total. 
Italy and Brazil rate 5 while 



Scotland rates 3 
and Costa Rica 
rates 2. 

Once the TV link 
man has intro- 
duced your game the player 
may then select a formation 
and eleven players from the 
twenty two of t he squad also 
graded in points. Players have 
Skill. Speed, Aggression and 
Overall Stats, 

Once the team Is selected the 
game begins, die duration of 
w hich is variable from 5 to 90 
mins. Actual play of the game 
is adequate taut has very little 
to offer that was not found in 
Microprose's International 
Football. Control is reasonable 
and different computer lean is 
work at differing standards. II 
is far easier for Scotland to 
run tings round Costa Rica 
than It Is for them to make 
headway against Brazil. There 
seems little control over dead 



hall sit i Jill ions although there 
Is some standard animation 
for goal kicks and corners. 
The actual playing standard 
does not meet that of Kick Off" 
although graphically the game 
Is superior and the screen 
does inform you which named 
player has the ball. The re- 
feree will use Yellow cards and 
Red cards but there seems to 
be little sense as to why (prob- 
ably realistic). 

Once the match is completed 
:i iVM ih^ sequence allows you 
see how other matches got on. 
The prediction for the World 
cup final (not yet decided at 
time ol writingl will be Brazil 
to beat Italy 2-1. If this is cor- 
rect I take my hat off to a 
company who have made a 
strong simulation. On the 
other hand Scotland won their 
group with 5 points in this 
simulation. Well not every- 
thing works out! 
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INFESTATION 



Far out In the icy depths 
of space the secret sci- 
entific colony Alpha II 
sLudies a nearby planet on 
which they believe they have 
discovered Intelligent life. But 
soon the regular transmis- 
sions from the Alpha [I colony 
become a desperate plea lor 
help. An alien intelligence has 
infiltrated the base and is ex- 
terminating the colonists. Its 
intention is to use the complex 
as a giant incubation chamber 
for its deadly brood. 
Thus runs the chilling intro- 
duction to Infestation. 
You play the part of Kal Solar 
of the Interplanetary Federa- 
tion, obviously a bit of a lad, 
as the Federation have de- 
cided that you are to complete 
the mission on your ownl You 
have to infiltrate the base and 
destroy the mother alien and 
her eggs whilst at the same 
time you will have to put up 
with a spot of bother from 




these nasty droids 
and computers 
who have a sud- 
den desire to kill 
you. My goodness, 
I've never come across a plot 
like that before, ha% r e you? 
Whilst the idea behind the 
game is far from original, the 
execution and the style which 
Psygnosis have chosen to pre- 
sent this particular title Is very 
impressive. The game Is set 
within a three dimensional en- 
vironment in which you are 
placed. Your view is from 
within your spacesuit as you 
move around the land scrape of 
thr planel and within the base 
itself. Those of you who are 
familiar with games such as 
Mercenary will feel quiLe al 
home within the artificial en- 
vironment of In testation as the 
style is very similar. 
Through your exploration you 
will come across a variety of 
hostile creatures, alonti with a 



multitude of things which will 

rLI Mct help or hind it you. 
These include such things as 
keys for opening the vast 
number of doors that you will 
undoubtedly come across, to 
ventilation tunnels for you to 
crawl through to reach other 
parts of the base. 
In terms of play. Infestation is 
at first very difficult to get to 
grips with. There are a wide 
variety of controls for you to 
master in order to manipulate 
the objects within this strange 
world, and actually getting 
anywhere at all is a challenge 
in itself. It is far from obvious 
how you are supposed to enter 
the base from the planet sur- 
face. However, once 'Inside', 
the game Is both a challenging 
and interesting experience, 



FACTS 



Tit!©: INFESTATION 

Publisher: Psygnosis 

Price: £24.95 

Reviewer: John Davison jnr 



SIGHT & SOUND 



The presentation >$ excellent. 
The graphics are fast and 
smooth and the sound is of d 
high Quality 



GAMEPLAY 



Very difficult to- begin with and 
a iittie on the frustrating side! 



VERDICT 



A superb game if you tike 
crashing around alien land- 
scapes look Ing for things 



FACTS 



te KLAX 
Publisher: Domark 
Price: E19.W 
Revlewen John Davison jnr 




SIGHT & SOUND 



The graphics am colourful and 
are perfect for the game. The 
sound is of reasonable quality 
ana aaequore rot trs purpose 



GAMEPLAY 



This game s strongest point - it 
is thoroughly addictive and 
eminently playable 



VERDICT 



Another superb original idea 
which wilt hopefully start a 
trend tor 'different' types of 



KLAX 



The concept behind this 
arcade conversion from 
Doniark software is to 
catch coloured tiles as they 
move towards you on a form of 
conveyor belt, and then flip 
each tile into one of five bins. 
The object is to make 'Klaxes 1 
which are same coloured 
stacks of tiles either as 'hori- 
zontals\ 'diagonals' or rows of 
three. Once a Klax is made the 
tiles within it disappear, caus- 
ing any tiles on top to drop 
down and replace them. You 
get a large bonus if you can 
cause a chain reaction of 
'Klaxes' to occur. 
Your view of the proceedings 
is from the end of the conveyor 
belt as it moves the tiles to- 
wards you. At the bottom of 



the screen are the 
bins' where you 
deposit the tiles > 
and above this is 
your paddle. This 
can hold a maximum of five 
tiles at any one time and It 
also has the ability to push 
tiles back along the conveyor 
belt if you need to gain a few 
extra seconds. The game is 
played by completing wave 
after wave of advancing tiles, 
for each of which you have a 
different objective. For Inst- 
ance, on some waves you will 
have to create a set number of 
Klaxes. on others a set num- 
ber of diagonal Klaxes. 
All of the screens are very 
colourful indeed and the ani- 
mation of the tiles as they 
tumble towards you is of a 
good quality. The sound is of 
reasonable quality, but there 
Is nothing about It which is 
particularly memorable. 



However. it is not I he presen- 
tation of the game which is its 
selling point, but the totally 
addictive qualities that makes 
Klax something special. The 
game Is thoroughly playable 
and is definitely one that is 
difficult to put down once 
you've started to play it. 
It is rare lor something origin- 
al to be released nowadays, as 
the computer games market 
seems to be flooded with 
slightly different versions of 
the same thing. It is refreshing 
to see that there are still some 
Ideas which have not been ex- 
ploited fully. It would appear 
that there is now a trend 
which is moving away from 
violent games towards far 
more simple ideas. Klax is the 
fastest selling arcade coin-op 
in the U.S. at the moment. I 
do not find this difficult to be- 
lieve at all, as it is both fun 
and original. 
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PROJECTYLE 



This has all the style of 
Speedball and multi 
payability that I had 
not Imagined, The game will 
allow up Lo 8 players in the 
league with up to 3 players at 
any one time using both joys- 
tick ports. The league may be 
up to 2 1 weeks or cup match- 
es may be played instead. 
The game is based loosely on 
air hockey and entails driving 
the puck from a central cham 
ber Into one of the other play- 
ers chambers to score goals. 
There are three teams in the 
arena at once and winning 
and second place teams get 
points. It is possible to pick up 
icons for various effects or 
additions to your finances . 
Each of the eight teams has 
its own anthem all ol which 
may be selected at the menu. 
Each team has a squad which 
Is trainable with the money 
gained during games and also 
interchangeable to various 



positions since in- 
juries and diffe- 
rent skills make 
pL;iy(TK better m 
certain spots lhan 
others. As a game for one 
player there Is a lot of skill 
involved and a great deal of 
excitement as your team 
travels to other home venues 
to play Each team has it s 
own customised arena, rang- 
ing from fur carpets and Ice 
hockey pitches to a red hell 
and even a Legoland set up. 
Each arena offers slightly dif- 
fering ball control and move- 
ment handicaps- Each match 
is different since the other 
teams , be they player or com- 
puter controlled, have the 
opportunity to train and be in 
Jured- The players even get 
tired as the game progresses 
and so Lheir work rate will be 
come proportionately lower. 
All players are named and 
those who score are credited 




with a face and an action re- 
play If desired , The game also 
keeps top scorer tables and 
prints results for all games the 
computer plays on its own. 
Scrolling is very smooth and 
joystick control is positive. 
The sprites are individualised 
for each team and those for 
Eldritch The Cat s team are 
eKcellent, 

The spot effects are loud and 
necessary , and include crowd 
noise at appropriate points. To 
my mind this game is even 
better than Speedball and has 
as much Justification to be- 
come a cult game as that par- 
ticular classic. 

As with all simple basic ideas, 
the resultant game Is fast and 
exciting. 1 will be very sorry to 
let this ropv go back. 



PROJECTYLE 
Eldrrtch The Cert 
(Electronic Arts) 
£24.99 

Reviewer Damon Howorth 



SIGHT & SOUND 



Musically tt has Plenty going for 
it, the spof effects are strong 
and load and the graphics are 
brash and sometimes innova- 
tive 



GAMEPLAY 



Almost perfect Hfoa shamm 
more playing area is not shown 
othen^tse smooth and playable 



VERDICT 



My game of the month and of 
the year so tar. addictive, fun 
and challenging Buy JW 



FACTS 



Title; E-MOTION 

Publisher: U\S. Gold 

Price: £19.99 

Reviewer; John Davison jnr 




SIGHT & SOUND 



Wonderful! The use of colour is 
stunning and the sampled 
sound is some of the best I've 
heard on the ST 



GAMEPLA Y 



Very addiciivei A highly com- 
pelling game which is not only 
tun but also makes you think 



VERDICT 



The best game to appear far a 
long time, and well worth the 
money! 



E-MOTION 



1 would like it to be public- 
ly known that 1 LURRWE 
this gamef It is one of the 
most original Ideas I have seen 
in a long time, and in today's 
market of all games being 
practically the same, a bit of 
originality makes a game real- 
ly stand out from the crowd. 
K Motion gives you control of 
a ship which can be rotated 
and moved in the direction 
which it is lacing. The ship is 
used to push coloured spheres 
around the screen, and each 
sphere may be one of three 
different colours. Al the start 
of a level the spheres pulsate 
slowly, but as time progresses 
ihey pulsate more and more 
quickly until they finally ex- 
plode. Every lime a sphere ex 



plodes, energy is 
lost, and when all 
your energy is lost, 
you lose a life. 
The strategy of 
the game is to avoid the 
spheres exploding by pushing 
two spheres of the same col- 
our together so that they both 
disappear harmlessly. If you 
should accidentally push two 
differently coloured spheres 
together, a small pod is for- 
med Initially this pod can be 
collected to gain extra energy 
however, if it is left it grows to 
become another sphere, which 
must be disposed of. 
To hinder your progress on 
some levels there will be a 
number of pipes scattered 
around, which both the 
spheres and your ship will 
bounce off. This makes the 
propelling of spheres In the 
desired direction considerably 
more difficult. On other levels, 



some of the spheres may be 
joined by strong elastic bonds 
which cause them to drag 
along those joined to it. 

In terms of presentation the 
game is incredible. The 
graphics are stunningly col - 
ourful and very well defined. 
The spheres' look very solid in 
appearance due lo I he clever 
use of shading, and the back- 
drops again show a clever use 
of shading to give a gradual 

pastel colour' type appear- 
ance to the screen. The sound 
is also quite wonderful. All of 
the sound effects are sampled 
and are of a very high quality. 
Likewise the music is a superb 
demonstration of what the ST 
is capable of when sampled 
voices are used. Overall I find 
it difficult to fault! It is Incred- 
ibly addictive to play, the 
graphics are great, the sound 
is superb and it Is one of the 
most original of games. 
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PeterHickman's 



coLuyvtisi 



In which 
Peter Hickman 

... makes excuses 
for not going to 
the Atari Show 

... is inundated 
with entries for - 
the competition 

rattles on 
about AMOS 

... and brings you 
the latest news 
and STOS related 
gossip 




Phew it's been a busy two month 55 
since the last issue, and Just so 
that I have room to tell you about 
everything there are only two program 
listings in this column. 
Did you go to the Atari Show in June? 
Unfortunately 1 missed it, hut people 
have told me it was really quite good, 
especially compared with the Last couple 
of shows organised by Database Exhibi- 
tions at the Alexandra Palace. 1 heard 
that Aaron Fothcrgill [editor of the STOS 
club newsletter) was giving a demonstra- 
tion of STOS on the Saturday of the 
event, he even showed ofTSkystrike Plus 
Which is now being sold in a single disk 
form on I be At! arms budget label. 1 ha- 
ven't actually seen this nearly ncw k re- 
lease (anyone at Atlantis reading this?| 
but as soon as I do a full review will be 
published. 

ENTRIES! 

Competition news, yes I have had some 
entries!! You all had me worried for a 
abort time there, but thankfully a few 
readers have corns to the rescue with 
some very interesting platform games. So 
thanks to Charles Briscoe-Smith. David 
E, S.Hood, Richard Gale, and Fraser Ne- 
wham for their brill games. If you want to 
enter the competition a list of all the 
information you need is contained in last 
issues column (if you don't have it you 
can buy a back issue directly from Page 6 
Publishing). Actually 1 think this com- 
petition isjinxed, I sat down to send off a 
load of letters and disks to all of those 
people who had written to me and my 
printer diedtt My trusty Epson MXHO fin- 
ally decided lo conk out on me, so it is 
now in the repair shop for a major over- 
haul and service. Now i cannot survive 
without a printer so two days ago I 
bought a very nice Star LC24- 10, It's a 
real fabo printer that Is lovely and fast. 
Anybody who hasn't receiver! a reply from 
me concerning STOS now know s the 
reason, sorry for the delay and 1 will he in 
touch (eventually!). 



THAT OTHER 
VERSION! 

AMOS time,,.. If you haven't already 
seen it in the shops then let me tell you 
thai AMOS (the Amiga version oi STOSI 
was officially released on June 12th. To 
call It a version of STOS is a little insult- 
ing really, in fact it is to STOS whal 
STOS originally was to ST BASIC a 
major advancement, The first thing you 
notice when booting AMOS is the en- 
vironment in which the program is 
edited, in many ways it is similar to GFA 
Basic on the ST with a word processor- 
like editing system and a separate direct 
mode to do things directly (makes sense I 
suppose!!), The size of the language is 
immense, the main file Is about I40ktl!! 
Fortunately this space has not been was- 
ted cos just about every pari of the lan- 
guage has been revamped since it's STOS 
incarnation. 

One of the biggest changes is in the way 
an objerl (SPKITKs lo us. BOB* to Amiga 
owners!) is moved and animated, you can 
still use the standard STOS Move/Anim 
commands but with AMOS you can use 
AMAL (the AMos Animation Language). 
This new sub- language still uses strings 
to initialise the animation /movement 
but. oh boy, are they advanced! You can 
have loops, labels, goto s, move com- 
mands, anim commands etc. in one 
string thus allowing you to control really 
complex movements. It is even possible 
to read the joystick/ mouse states on in- 
terrupt from within an AMAL string!! 
Take a look at the listing 'AMAL DEMO 
for an example of a typical string. AMOS 
also makes beating the 16 sprite/bob 
limit a million times easier than STOS. 
Although there are many other major 
advancements In AMOS the most signifi- 
cantly Interesting one for us STOS own- 
ers is the new structuring * -omnia nils. 
Procedures with limited parameter pas- 
sing are now available making AMOS a 
real hybrid language. On the down side 
the AMOS manual, although excellently 
written by Stephen Hill, is a very sLrange 
size and isnt ringboundtt! Unfortunately 
this means that when you are writing 
your latest mega -game you have to open 
the manual and jump up and down (pre 
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ferably when nobody is looking'} on the 
page you wish to read, this invariably 
leads to a tatty manual, complaining 
neighbours and flat feet!!! Bad move 
Mandarin. Still I would like to officially 
congratulate Mandarin and Francois for 
making the Amiga (a machine notorious 
for It's user un- friendliness) a joy to use. 
Can we have STOS Professional now 
please (ho hum....)? 

FUN SCHOOL 3 

Talking of Mandarin Software, Richard 
Vanner. development manager and part 
time vampire (private joke for AMOS 
owners!!), has just sent me some preview 
copies of the forthcoming Fun School 3 
educaUon.il packages, all of which have 
been developed using STOS on i he ST 
and then ported over to other machines 
(with enhancements where possible!), 
Now I don t like rattling on about pro- 
ducts unless they really deserve support 
but tills is one of those things'! As in Pun 
School 2 there are actually 3 separate 
packages. Under 5's. 5-7's and Over 7 s. 
Each one is a masterpiece, words cannot 
do them Justice, they are even (dare 1 say 
it?) better than my own Treasure Search 
program. The graphics are really fabo, 
there are samples galore but more impor- 
tantly the subjects for each 'game" are 
more fun and meaningful than any other 
educational game I have seen. Watch this 
space for more informaUon in the coming 
months. 



PLAYING AROUND 

By now you may have been wondering 
why I didn't pop along to the Atari show 



Those of you out there In reader land 
who live In London will know that my 
address Is quite close to the Novotel Ex 
hibition Centre, Well 1 was busy playing 
with AMOS SDMI On Thursday the 3 1st 
of May 1 took a drive up to Oxford 
(thanks for the lift CarlT), city of bicycles, 
dodgy pizza restaurants, a giant sweet 
shop and a development company named 
Voodoo Software (strange name huh?). 
This amazing company specialise in 3D 
graphics, and not wireframe either, we 
are talking filled polygons zipping around 
at incredible speeds. 
Anyway, before I diskuss STOS 3D let 
me tell you about a 3D game being de- 
veloped by Voodoo for Electronic 2oo, 
The game is called Xlphos and features 
amazing graphics with incredible detail 
on the 3D objects, It looks really beauti- 
ful and features speed like you've never 
seen before. Totally irrelevant to this col- 
umn but the game is so outstanding 1 
had to mention it (sorry ff]. Ok, down to 
the nitty gritty, to tell you the truth I 
couldn't see STOS 3D in action because 
their ST was in use at that Lime but I 
could see AMOS 3D and, wow, was I 
impressed! Just about all of tile com 
rnands for 3D have been finished and ?ire 
quite bug free, which is quite a feat for a 
product as complex as this. The 3D sys- 
tem is very fast, especially considering it 
is being controlled by an interpreted ver- 
sion of Basic, but If you are going to write 
an Elite-type game (and it WILL be possi- 
ble) the game logic will need to be given a 
little ejetra zip with the compiler. 
The current demo's I ha\ r e got here are 
pretty mindblowing, the best being a 
giant logo of '3D' floating in a black 
spacey environment with stars (or space- 
dust, depending on how realistic you 
are!) in the background, by moving the 



A$= Start: Anim 0 h (T5)(2.5)(3,5)|4 t 5)(6.5) ; " 

A$=A$+ Loop; Let RO-Joyl ; If RQ=1G then Jump Bang , Jump Loop ; 

A$=A$+"Banfi: Anim 1,(7,8)18.S|(9,8)( 1CJ.8)( 1 1,8) ; H 

Channel 1 To Bob 1 

□ob 1,50,50, 1 

Axnal l,A$ 

Anial On 1 



An example of programming in AMAL - tfie AMos Animat ion Language 



mouse around you can zoom In, out, 
through, over* and under the "3D". This is 
all in Basic - not a compiler In sight!! The 
actual package is due out in around Sep- 
tember lime, but until then 1 will keep 
you informed with regular updates, this 
is the most exciting software package to 
hit the Atari ST since STOS1!!! Oh and 
thanks to everybody at Voodoo for their 
time on that wonderfully warm and 
sunny Thursday afternoon. 

A FEW SNIPPETS 

More news from the Atari show. A little 
btrdy told me that yet another new ver- 
sion of TOS was released In the last week 
of May. and guess what? It isn't compati- 
ble with STOS!!!!! 1 was going to buy a 
nice 1040 S1T£ (I still only have a really 
old 520STFM, with half meg Internal 
drive ft) but until Francois Linnet has time 
to write a new 'fix' for STOS Vm going to 
wait. Hello Atari, any chance of a few 
weeks notice before the next TOS is re- 
leased? [please,...) 

Cartoon Capers is out, I have a copy it is 
quite good but unless you are a fan of 
Karate games I d try before you buy. 

Mistake time. Those of you expecting a 
Speaktex tutorial this issue are going to 
be disappointed, the disk containing this 
handy speech syuth was destroyed in an 
accident involving a B&D electric drill, a 
cheese sandwich and roll of double sided 
sticky tape lyes it was painful - for the 
disk!). 1 promise it will appear next timet r 

QUESTION TIME 

Question time now. Regular reader 
Daniel Spooner has written with a ques- 
tion concerning those wonderful STOS 
traps listed at the back of the manual - 

"At the end of the STOS manual in 
APPENDIX D it tells of the traps. Tfie 
sprites, music, and windows can all be 
operatetljram within STOS. bat I can t get 
the trap 4 fwictians to toork. " 
Eeek, well Daniel I'm pleased to say It's 
not you doing anything wrong, it's STOS. 
Well more specifically it's a manual error 
In the beginning of the STOS develop 
inenl there were trap 4 functions, unfor 

continued *" 
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lS> rem Wavy Ladder demo 

20 rem By Mart Croft 

3fl Z=300 

40 E=30 

50 key D-f f 

SB cure eti* t hid* 

73 clc tjaqk : els physic , 

30 locate 1,20 

90 for D=l to 36400 fttvp 5 

100 plot 100+20+sin (rad (D+E/3) ) , li9+20»cos (r ad I 

110 draw tD 2flO+E/2H*sin (rad ID + L/4M , M9*?B»ros(rad{D+E/4) > 

120 dr*w to 2B0+E/2B*Hin<rad (D+E/4) ) , I 49+20*cns ( rad CD+E/4J>~10 

130 plot 1 00+20+Ei n< rad (D+E/3) ) ,169+ 20»cos ( rad <D+E/3> ) 

140 draw to 100+20*»in <r*d (D+E/3) > , li9+20*cos <rad (D+E/3> J -lO 

150 ine E 

160 if Z-E<50 then i nc I 
170 print 
130 nes.t 



Graphics demos - Listing 1 above - Listing 2 right 



tunately they were scrapped and some- 
body forgot to tell Stephen Hill so they 
stayed in the manual! 
Daniel also wanted some information on 
compaction methods so that he could 
have a bash at writing a compactor for 
STOS along the lines of STOS Squasher. 
Well this is a really tricky subject K one 
which I don't have too much experience 
of. HI try to dig up a good book on the 
subject over the next week or two and 
give you all some more info in the next 
issue!! 

I also have a letter from Paul Chilvers 
who lives In Fareham, Hampshire. 

"First of all, some time ago I seem to 
remember that you put out a cfiallenge in 
your column, looking for a software cop- 
per', a routine to emulate the Amiga* s 
copper chip and provide more than the 
usual 16 colours on screen, in horizontal 
hands across !hc screen." 

Hmmm.... Yes I did mention something 
about splitting the colour palette a while 
ago, I actually wanted a routine to pro- 
vide a similar rainbow effect to that 
found on the good old Atari 8 -bit 
machines h but nobody sent anything In!!! 
So if there are any brill assembly lan- 
guage programmers out there who can 
provide a little routine to change the col 
our palette halfway down the screen or 
do a rainbow on any colour register then 
send it in and 1 11 stick it Ln the next 
column. 

Next an interesting enquiry from Herbert 
Spencer of Maidslone (is this starting to 
sound like Points Of View?}. 

"I am having trouble typing in the S7TXS 
pr«jrams./rom Issue 44 of Page 6 New 
Atari User, Vie Problem relates to line :ir>0 
of lAsting I on page 71 and line 5020 of 
Listing 2 on the same page. It doesn't 
matter how I try to gel tfie line to list as 
printed it always comes out as: 

trap 14.8,0. 1MEM<0, 1, .w DR. ,w l,.wO. 
.w 0. .w 9 

The problem Herbert lies In the fact that 
[he lowercase letter T looks incredibly 
like the. number T when printed, that 
line should actually read: 

trap 14 f a y .1 MEM, .1 0 T .w BR, .w 1, ,w 
0. . w D, . w 9 

Where anything Immediately following a 
full stop Is actually a letter, either a low- 
ercase B. W or L (which are short for 
byte, word, and longwoTd), Hopefully be 
cause of the smaller amount of text/ 
programs this issue the listings will be a 
liny bit bigger. 

Yet another letter. Stephen Claridgc 



from Aylesbury writes: 
"Is it possible to load Spec* rum 5/2 pic- 
tures into STOS and display them in how- 
res? Also do you know of any good hooks 
on 68000 ttuxt are as easy tojollow as 
the STOS munual was?" 
To tell you the truth I don't actually have 
a copy of Spectrum 512, and I haven't 
heard of a routine to do what you ask. so 
if anybody out there does, please send it 
in (preferably with a demo picture or two 
please). As for a book on DIY 68000 I 
"haven't really seen a good one tin fact 
90% of computer books are not as good 
as the STOS manual!), but 1 will hunt 
around at the forthcoming Hi Bit Show 
(well it's over by now but as I am writing 
this the event is over two weeks awayTl to 
see if anything exciting turns up. 
The last enquiry (I promise), is from Eric- 
Pearson who needs sonic help with prin- 
ters (I'm not sure I want to answer this 
onel!!!) - 

"lam using a fairly Ixtttered old Epson 
MX80 printer, this works perfectly well 
until I try to print with STOS. STOS seertts 
to think tin* primer is wider than 80 col 
umrts and if the program line is longer 
than this the printer returns to the start of 
lite line and overpriitts it." 
This is one really weird, you see I never 
had such a problem with my and 
as you say later in the letter that you 
have no problems printing from STOS 
Word (which for those of you who are not 
STOS Club members is a word processor 
written by Aaron Folhergill in STOS!!) or 
from the desktop I can only assume that 
the problem is with your copy of STOS, 
try your printer with somebody else's 
copy of our brilliant language. It may be 
that for some (strange) reason STOS is 
not printing a chr$U 0) (line feed) at the 



end of every line. 

PROGRAMMING TIME 

Night, down to the program listings, He 
fore I begin those of you who suffer from 
sea-sickness please skip the first prog- 
rani, you have been warned! 

First up this Issue is a wavy ladder 
demo by Mark Croft who sent it in as a 
listing, but he didn't include his address 
so I cannot write and say thanks!! Any 
way thanks for the listing Mark, not only 
is it quite impressive but it is bound to 
make a few people reach for the bucket. 
Type in PROGRAM 1 

HOW IT WORKS 

LINES 30-40 Set up the initial variables, 
try changing Z" to 50 and E' to 500 for 
some other weird effects. 
LINES 50- SO Set up the screen. Guess 
what, this demo works in all resolu- 
tions!!! 

LINE 90 Starts up a loop. By changing 
the step value you can accentuate the 
wavy effect, but don't make it higher 
than about 15 otherwise the pattern 
starts to break up. 

LINES 100-160 Do all the drawing, dnn I 
you just love all that wonderful maths 
(yukl), 

LINE 170 Scrolls the screen up by one 
character line by printing at the bottom 
of Ihe screen. Why not try using def 
scroll' or "screen copy" to move the dis- 
play in a much smoother way? 
LINE 180 Repeats that funky loop. 

Final program for this column Is one I 
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received from James Tetlow who also 
wrote a Jeff Winter style graphics demo 
which ran be found back in the Issue 42 
STOS column. This demo draws a 3fJ 
castle on the screen. Type in listing 2. 

HOW IT WORKS 

LINES 10-100 Shows you that this prog- 
ram lias been sitting in my filing cabinet 
waiting for a Free space in the column!! 
LINES 110-120 Set up the screen. 
LINES 140-160 Print the programs cre- 
dits in colour 4. 

LINES 170-240 Set up a new screen and 

enlarge the credits. 

LINES 250-470 Perform the complex 

task of draw that castle. 

LINES 460-540 Create two large copies 

of the castle. 

LINES 550-50O Let yon save the sc-nvii 

as a Degas or Neo picture. 

LINES 630-800 Hold the castle helgjit 

Information, numbers range from 0 (for a 

blank square] to 30 (for a tall building). 

Try changing them to achieve different 

effects. 

Well, what do yon think of the program? 
Good huh? Perhaps you could write an 
Improved 1 version of the program which - 
would allow you to alter the castle layout 
with a more friendly editing system? 

SIGNING OFF 

Ok, that's about it. I'm not sure what IVc 
got lined up for the next issue. I've Just 
been writing an ultra fast ASCII reader 
which holds the whole document In 
memory and allows you to scroll up and 
down i I (well, tt jumps up and down in 
pages), it's far better than the one that 
came with STOS so perhaps that may 
appear. If you do have any demo's or 
short program listings please send them 
In to share with other STOS users, and If 
there are any companies out there who 
are going to release STOS related pro- 
ducts please Send me a copy so that I can 
tell people about them [I've heard about a 
new art package written with STOS, but I 
have yet to see it!!), 

I can be contacted at the following 
address: 

PETER HICKMAN 
36 CLEVERLY ESTATE, 
WORMHOLT ROAD. 
LONDON, 
W12 OLX 
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370 n« K t A 

3M ink J 

.590 for T— 4 to 4 

40B pint **X+BX*4 T Y-4-fl t draw to HX+BX . V-4-A+T 
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44B date 15,15 

4SB data IB r I , Id 

44B date 15,1 , I .15 

47B data x*fl , 1 , H , 1 , ITtt 

4SB date 15,1 ,0,0, I ,15 

49B data 10,1,0.0,0.1,10 

'BIO data 15,1,0,0,8,0,1,15 

710 data 2fl,l,B,0,B,e T B,1,20 

72B date 13 , 1 , 0, 8, », B , 1 , 15 

MB data 18,1,0.0,0,1,10 

MB data 15^1 ,0,0, 1. L5 

750 data 20 t l,B,l h 2B 

7t-B date 15 , 1,1,15 

77B dJkt* 10, 1,10 

fti\B data 15,15 

77B date 20 

eaBB data- 1 











I'm glad to see that quite a few of you 
arc juining Lhe offti rial STOS crluh. who 
happen to publish their newsletter about 
a month after every issue of New Atari 
User goes out (what timing!) so yon can 
keep up to date with all the STOS infor- 
mation between issue of N.A.LL For rnonr 
Information write lo:- 



Aaron FathergiU, 
1 LOWER MOOR, 
WHIDDEN VALLEY, 
BARNSTAPLE, 
NORTH DEVON, 
EX32 SNW 
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EDUCATION 



MATHS MANIA 



School Software have been around 
for a while now, and have pro- 
duced a host of educational soft- 
ware in many different home computer 
formats - except the Atari. However, the 
company now seems to have seen the 
light and produced an ST version of 
Maths Mania, a five program package 
designed to help 8-12 year olds with 
arithmetic, logic . and memory training. 
r fhe programs are as follows. 

MIND GAMES: Mind Power Is a sim- 
plified version of the old favourite 'Bulls 
and Cows", or Mastermind' as it became 
known commercially. Here, the computer 
secretly arranges a number of different 
coloured shapes Into a random sequence, 
using every shape once. You then have to 
correctly guess the sequence by placing 
the shapes in a grid. The computer tells 
you which are correct, and after several 
goes you can eventually deduce the cor- 
rect pattern. 

In Blast Off, five shapes are randomly 
placed in a 5 x 6 grid and displayed for a 
short period. During this lime, you have 
to remember their exact positions. They 
then disappear, and you have to click on 
the grid squares to indicate where they 
were. Each correct answer results in a 
part of a large rocket ship being display- 
ed, and ii all are identified correctly the 
rockctship blasts off. This Is not as easy 
as it sounds, especially at the 'experi- 
eneed' level, where you have to locale the 





Title: MATHS MANIA 

Publisher: School Software 

Price: £22.95 

Reviewer: John S Davison 



shapes in the 
sequence reques- 
ted by the 
computer, 

ARITHMETIC 
PROBLEMS: 

Memory Maths 
displays an arith- 
metic problem of 
the form "A multi- 
plied by B divided 
by C, As yon 
watch, the prob- 
lem is gradually 

eroded from the 
screen, so you 
have to memorise it while working out 
the answer. Each correct answer adds a 
small pyramid to a pile being built up at 
the side of the screen, so the player can 
see how successful he's been. 
In Driver you have to correctly answer 
multiplication or division problems dis- 
played on t he side of a train. A correct 
answer causes the train to trundle off the 
screen with puffs of smoke corning from 
its funnel. Each correct answer adds 10 
mph to Its speed, and the target is to 
reach full speed of LOO mph by answer- 
ing ten questions correctly. 
All Drivers questions and answers are 
recorded in a scoresheet, with inenrreel 
answers highlighted. This allows a parent 
or teacher to quickly establish the play- 
ers problem areas. There seems to be a 
bug associated with this though, ay 
on return from the scoresheet screen 
I found the program usually inserts 
a digit into the answer space for the 
next problem, which then has to be 
deleted before the player can input 
his answer. 

The final program is Brain Boxes, 
where multiplication and division 
problems are displayed on the sides 
of boxes sitting on a scale pan. You 
place your answer in the other scale 
pan, and if correct the scales ba- 
lance. 100 points are awarded for a 
llrst time correct answer, 50 points if 
correct at the second attempt, and 
zero If incorrect both times, A score sheet 
can be viewed at the end of each game 
(ten problems answered), and this shows 
the scores of the last eight players. 
Maths Mania's graphics are big, chunky, 
and colourful and break no new ground - 
fairly typical of this type of program, in 
fact. Sound, again, is about par for the 



course, using a few beeps, burbles, and 
other sound effects to enhance the li- 
mited animation the program uses. 

The program Is controlled mainly from 
big, bright menus with selections made 
by mouse click or the function key dis- 
played against each item. Each program 
has a selection of difficulty levels, and 
built-in instructions - a nice feature. 
Answers are input via mouse selectable 
buttons or directly from the keyboard 
where appropriate. 

Most children in the H 12 age group 
should be able to use Malhs Mania with 
out trouble. It's all quite well designed, 
apart from a few inconsistencies between 
the programs in button labelling- It pas- 
sed the 'Pete Test' without trouble. I.e. it 
received an enthusiastic thumbs-up from 
my eight year old son. This must be a 
good sign, as he tends to be very critical 
of programs of this type. 

I m glad to see another educational prog 
ram implemented on the ST, as this is 
one area that is still sadly neglected by 
ST suit ware producers. Thanks to com- 
panies like School Software this situation 
is slowly being put right. 



GAMEPLAY - very easy to under* 
stand and use f while offering a 
challenge to a wide range of abi- 
lities 

SOUND AND VISION - graphics 
and sound effects are unadven- 
turous, but adequate for this 
type of program 

VERDICT - a welcome addition 
to the list of educational soft- 
ware for the ST 
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* POCKET SIZED * PC-COMPATIBLE + PERSONAL ORGANISER * 




A ATARI 
Portfolio 



THE PC 

IN YOUR 

POCKET 

The new Portfolio from Atari is the world's first pocket- 
sized electronic organiser thai is also a powerful PC 
compatible computer, with a full QWERTY keyboard 
and scrolling 80x25 character display. 

Portfolio includes everything you would expect from an 
electronic organiser • an address and telephone book, 
time manager, diary and sophisticated calculator. 

Portfolio also includes several functions that you would 
not expect - a spreadsheet for your persona! budget 
and expense records, as well as a text processor for 
typing memos and letters. 

And, because Atari's Portfolio is PC compatible, it can 
communicate with your desktop PC at home, or in the 
office. You can transfer files from one to the other, to 
enable you to update your reports and figures with the 
Portfolio while you are on the move. 



FOR 
ONLY 



£249 



INC 
VAT 



SPECIFICATION 



Proce 990t: Int* SDC88 at *.&152Mh2. 

Op9f*fn9 Sytt&m: Compatible with MS-DOS ? 11 

Internal AOM: 256K containing BrOS^ o*«*a(ing system 

applications auile. 
RAM. 126K w>1h an imernail RAM disk, conliguratil* Iran- 

3K Enigma! iy expandable lb Q4QK HAM. 
mytMtrtt: 63 keys, QWERTY IBM PC B>0£ compaiibt*;. 

Buried numeric pad and function keys. Optional hay click. 
Cbantitr Ser.- Extended IBM ASCII (255 characters}. 
storage: credit card sized mam<?ry cards OSK or 

&4K or l2fiH FtAM.1. 
OiSptty: Graphics LCD, 3upcrlwi;t lechnokJOry. MDAcOm* 

&ai'b 6 4& e&lurrns x fl lines. 2-10 < B4 pixels; |wi(h the 

option tp window a 1uM BID x 25 character display). 

Keyboard controlled contrast. 
Periphmraif 60 pin expansion BUS to lake Sfir,al and 

parallel pans ,-ind memory expansion unit? 
Si'w," 6 m *4 m X 1' LzWmrn x 1 05mm X 29rnmJ 
Weight- 495 gramme (wiih balteriesl. 
Applications calendaf and diary, address and pricing 

book, Lcnus 1-2-3 compatible apreadihesi.levt procssso', 

COmnuiiCatiDrthi sc-ll-wara 



In addition to ttw enirtKni wHware binH-m lo Itie Pxmrolk? F'ea 
or Charge (see- right), other sCiwan! :inr ;:fiphe:'aji ar-sdjcla. such 
m itig- scahtsticaied Pock<H Finance package and strialfcrjnirrinics 
interlaces HMHii And rl doesn't titsp tart Manymanulac- 
lurfirs have racooni&ed Hie prteniial ol 1hs Portlofca aivJ have 
already siaried ig design rtew peripherals and stfiw^e Produds 
cuf mi. j' under devetopmeni include Serial interface with buih 
«i mini modem, Apple MaeipH>sn -ltertsce, business, utility and 
jr::yr;inmirg wHware CluS a range pf adven:u r e aid bailie 
strategy games. For lunhpr free- derails on ihe ForHati'g range, fin 
in Ihe coupon beto* and return ii "o Silica Systems new. 
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BUILT-IN APPLICATIONS f 
TO GET YOU ORGANISED 1 



To gat you sorted Portrdlia comes wi:h a Suite 
Of Fivb useful Functions built-in, all accessible 
from a simple menu display. 

TIME MANAGER 

More Irian .uSl 0" v rcl-cn c diary lh* i'o-rV: 
Tinx' Mii r Liaer eiaoles yog 1q plan you r ap- 
pointments via a compr«h*rt4iye/ calendar and 
diary. H can even ht> prog 'amrred la sound an 
aud flHs.rm al Specilic limes tc rerrmrj yrju 
ol mpoMant appc nlments. 

CALCULATOR 

^(bur RartfohQ will w invaJuabte' in lha office or 
at horn* as a powerful pocket calculator 11 his 
a lull range- of functions, including factorial, 



power and root calculations, all wilh muld 
display lor mate and memories. 

ADDRESS BOOK & DIALLER 

PoritoliD has a complete address book facility 
that allows you to SlOrs hundreds of addresses, 
h.00 phono numbers. And, at the louch or a b\H- 
1on, you can ratnevB any one of Inem, or search 
lor a specific' grouping, such as "all Italian 
restaurants". And, when you are ready to boo* 
.f.ir :• -old w--Forl<:- o lo ynui '« «phone 
noul'-uiece and use Mb special built-n tone 
dialler to dial Ine number lor you 

TEXT PROCESSOR 

-\*. i'orllni : •. iju I in ie:t1 p r c-M=!SAC' prograrr 



includes word wrap, ine and column count 
siring search , in (act mo*1 or Ihe luncuoms yov 
would find in a word processor. If, nai^dlss 
printer and word proc«SO' control codes and 
allows easy 1ran«(er of files belween Rorltolio 
flnd your desktop PC 

SPREA OSHEE T 

For raal calculating power. Portfolio has a lolus 
1-2-3 compatible spreadsheet buM-in, It has 
127 columns x 225 rows and readSiwries Lolus 
Vl.O and ^.D1 riles, *0 you can Iransfar data 
to end irom Lotus 1-2-3 on your desktop PC, 
Thfr Portrolto's 2&GK ROM includes MS-DOS 
And PC BIOS compatible Systems software. 





MEMORY CARDS 

F\j iV>hj Dan Uaa and rwifi^ falto and p'egrams Iron 
lit own ft w or Irom smjll ci f.lii ■ nr:i -ire r-ernj-v : J/ds 
lh«r tkx ir#r; ,\r buill in card driue Ttt$ CArijy »if nu»iabte 
■ rtvfi* 'ii* 4jK and T3SK, ujoucw ^iry a hbtary 
cl data in yt^r poD'Bl Tr* card drmg alia acc^pii ROW 
■:a'ds, #hif.h can (soniBin commar cial cr bjcaam uxSbhi? 



POWER SUPPLY 

P^rti'113 ■» poworad by lhr«a han«ri#t ■rfacti will run 
jd in (ii wegk»wdh normal ubs a hnm ili« myns i^q 
mc; an idiiiirx All -h? paitphorali. iak* ih* r pow^r frmr 
lh» RgrtWn WWfa bollnnefi adaptors are lAC/jntri 
A babufy'low #»(fwi(] and inaiiiory back upa-niuwihAi 
inlormalian lb no- hmi wl„r, |Pv ballnntb ara chjngad 




INTERFACES & PERIPHERALS 

Fee I Mo ij. r i :o',\',\\,\,\nb. Aiih o(h(f campuwrs and 
pwli a grrMlng roAflA «l Mriphval* wa m bolt m BO oln 
bus Gopnooo' PtrlphoYali ftv^il(fc*t ■nevda asool and 
LiHi.ni ir*ef facM nrd mamwj- «ipand«r» (to Ton 
-■ hIhi; .i.-i-i 4 rard dri« la your dt4«tQp PC. to onable 
K n> imdiwrilE Id PDrlmlm'* cardi 



SILICA SYSTEMS OFFER YOU 



JJJ OVEBNtGHT COURIER DELIVER* On all hardware orders Shipped in the UK, 
fEtHrVrCjDjL SUPPOflT' HELPLINE: Team oF Atari technical experte at your service. 
PRiCE MATCH: We normally n>atch oampatrtprs on a "Samfl product - Same price" basis. 
ESMflrlfSHED \2 YEARS: Proven (rack record in professional computer sales. 
£J3M TURNOVER (with 60 atBtt>: Solid and raliaPle with mainlairwd growlh 
BuStNESS. f EOUCATtOH/aoy£/m»KttT; Volume discounts avaitable 1rx large orders. 
SHOWROOMS: Damonstraltor* and Irainifig facilities at our London & SidCup branches. 
THE FULL STOCK RANGE: AH of your Atari PC requirements from on* Supplier. 
FREE CATALOGUES; Will be mailed 10 you with offers end software/peripheral details. 
PAYMENT: By cash, cheque and an major cred l cards 

CREDtT PAYMENT TERMS: Silica ara licensed credit brokers - details on request. 
Betorfr you dacKlo when lo buy your new Alan PflrtlrX). we. aupgosl yau think very CBre*ulry a*dul WHERE you 
Buy n Coneide-- whal H will ae a lew mwiltis attar huy|n<> ys u « Poriralia wher you may require additional 
penphenKs Of Sdlware or halp ?nd advice wilh your r>«W purchase. And. wit 1he wmpsnsi you buy Irom contact 
you with ttlailB Of new PorttoJia pfwlucr*' Al SrhC-a Systomi, wr ensure IhBt yOu will hav* ncqhinfl to worry aboii' 
S-Ica Systoms rt a new diviiiar a> Silica SfOp Ihfi UK i loading Alan specialists Tlis n:v, n.jn-, has L*en 
eiiabhshed Ipprnvlrfe B aeiinCe iDlrw mof e sflrlOul hom* uaar, as mmM as.-<i buSKISSS andeducatiqn purchasera 
Sii-Cfi hive tiBon avabliatied lor Ovor 12 yairs, and 
nave an annual lumcrwer or £13 million. Wrih cur 
IHinii^Bed eape>4nce and mtperhse. we can now 
tlaam lo n>ew Our CuSKtmexi rcq^ira-meme with en 
undfiraiandir^ which it secwd to nans H^it dtHi'i 
just iahe {Hji word far d Complete and return tho 
coupon flow, li> our laifistrree literature And begin 
10 e>ipej»ai>c& tha ' Silica SyflieniS Serwce". 



MAIL order- 1-4 The Mews. Hatherley fid, StdcuD Kcm 

OrfcT Lmaa Open: W an-Sai fr M am-ftOOpna Mr. Lam Mi^i i Openn a 

LONDON SHOP: " 52 fatten ham Court Rcjad i,:--rr W1P 

Opening Mcwrt Mom- Sal B-JOam ftOOpm Late Nijhl: Tlvj>wl«y unlll flcm Fl 

Hattfcsrley-Rrj. Sidcup, Kent, DA14 4DX 

Lslt N»ghl: £iid*v unM 7pm Fh 



smc LP SHOP 

Opening Hcun 



EAlHD^Tl^nO^Tif^ 

FJj. Mi: IHll ^lfl CflCfl 

Tel: 071-5*0 4040 

No 071-323 173? 



1-4 Tht Merts. 

Mo"-Sal 9 Clkam-E Jlfim 



8USIN E SSVEDU CATION : 1-4 The Mews. Kalherley Rd. Sidcup, Kent. DA14 AM 

Orddr L -Mi! D|ihi Mur-fn aoca' - -DCCpii CiOvt? ur, SolO'dJ-yt Fjii 



Tel- 081-30? DA1 1 

*4p: 061-309 0017 

Tel: w-m am 



Ho Si ca ■Syjlei-s Depl FBX C^C-^ 1-1 "hs N'ews Hatherirv " Sidcup, SS, tSS 4? 



PLEASE SEND INFORMATION ON PORTFOLIO 



SILICA 
SYSTEMS 



MrrMrs/Ms; Initials: Surname: 

Address: , 



Postcode: 

Tel (Homer": Ttel i'WOrM: 

Company Mam*: 



^^^bich COm-putenls), ii anry, do you Own? 



E JOE Ui«niMd t* 



■ PWrtlMlKjn* "Mj CWJ* . |H»in nlum IhF TOjKjn Ml v« ImsJ iiifcu—ilrn 






Hundreds of disks for both the Atari XLfXE and 
the Atari ST but with a difference - every disk 
in the PAGE 6 LIBRARY is carefully selected 
we don't throw in everything just to make our 
catalogue bigger. 

Also PAGE 6 are the originators of THE CLIP 
ART COLLECTIONS - hundreds of quality im- 
ages to include in your DTP creations 

CATALOGUES AVAILABLE FOR BOTH XL/XE 
and ST - PLEASE PHONE FOR YOUR COPY 



WHO HAS THE BEST SELECTION OF ATARI BOOKS? 




( till- ^stA 



Tin (,\\fi 



3 



We import books direct from the USA, 
particularly COMPUTE! publishers of 
the best books available for the XL/XE 
and ST 

SPECIALISTS IN BOOKS FOR FLIGHT 
SIMULATOR 2 - SOME GREAT TITLES 
THAT YOU DON'T SEE ELSEWHERE 



Elect 



WHO HAS DUST COVERS FOR ALL ATARI EQUIPMENT? 

Keep that equipment free from dust and spills, We have been selling our top 
quality dust covers for over five years with thousands of satisfied customers 

AND WE SELL ... CABLES, BINDERS, 
REFERENCE MANUALS, BLANK DISKS 

as well as having tegular' offers on selected ST and XL/XE software 



THE PAGE 6 ACCESSORY SHOP 



P.O BOX 54, STAFFORD, ST1 6 1 DR 

Telephone 0785 213928 Ask for our FREE catalogues 



